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The Disney Infinity: Marvel Super Heroes (2:0 Edition) Video Game Starter Pack includes 
everything you need to get started in Play Set and Toy Box 2.0 mode! 


DISNEY INFINITY: MARVEL SUPER HEROE 
STARTER PACK (2.0 Edition) 


1 Disney Infinity (2.0 Edition) Video Game* 
1 Disney Infinity (2.0 Edition) Base 


3 Marvel Super Heroes Figures: Iron Man, Thor and Black Widow 
2 Marvel Super Heroes Toy Box Game Discs 

1 Marvel's The Avengers Play Set piece 

1 Web Code Card 

1 Poster 


Starter Packand Disney Infinity: Toy Box Starter Pack (2.0 Edition) 
Edition) Video Game Disc/Software. 
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Jesper Kyd recounts his musical 

journey through the industry. 
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We're now well into the new 
generation of consoles, and 
Microsoft's Xbox One, Sony's 
PlayStation 4, and Nintendo's 
Wii U have had ample time to 
make their mark on the game 
industry. If anyone tells you 
there's nothing to play on these 
machines, hand them a copy of 
this magazine and tell them to 
look over the must-play titles for 
each system. 

But we'd posit that perhaps 
nothing showcases the potential 
of gaming in this new generation 
better than Middle-earth: 
Shadow of Mordor. Sure, on 
the surface, you might cynically 
expect this to be nothing more 
than an easy attempt to cash 
in on J.R.R. Tolkien's expansive 
universe filled with Elves, 
Dwarves and Hobbits — but 
nothing could be further from 
the truth. Monolith Productions' 
open-world action-adventure 
does justice to the man who 
created the modern fantasy 
epic, and it does so with gusto, 
panache, and an innovative 
player-versus-enemy mechanic 
called the Nemesis system. 

How does this differ from 
the standard confrontations 
we've seen since the dawn of 
gaming? It personalizes the 
encounters you face on the 
battlefield against Sauron's 
hordes of Uruks, meaning 
they'll remember when you 
defeat them — and when 
they get the better of you. So 
the foes you face aren't mere 
cannon fodder; they're capable 
rivals who become part of the 
tapestry of your adventure. We 
suspect other developers will 
soon follow Shadow of Mordor's 
innovative lead, and we can't 
wait to see the results. 
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Even though he'd pretty much given up hope after 15 years, Eric can 
now finally play a North American release of the PS1 classic Vib- 
Ribbon. See, folks, wishes do come true — they just take a really, 
really, really long time to do so. 

FAVORITE GENRES: Survival-Horror, Music/Rhythm, Playable Teasers 
TWITTER: Gpikoeri 


Could the next few months mark a high point for open-world fantasy 
epics? Andrew's already addicted to slashing Uruks in Middle-earth: 
Shadow of Mordor, and he can't wait to tackle Geralt of Rivia's third 
adventure when The Witcher III: Wild Hunt hits in February. 
FAVORITE GENRES: RPG, Action, Simulation 

TWITTER: Gtwittch 


This year brought a lot of good games, including Middle-earth: Shadow 
of Mordor and Forza Horizon 2. So why is Marc spending so much time 
playing his ColecoVision Flashback? Venture and Space Panic, mainly. 
Ah, good times. 

FAVORITE GENRES: Adventure, RPG, Platforming 

TWITTER: @RkyMtnGmr 


Ray's feeling the heat from having way too many games he wants to 
play and just not enough time to play them. With a flurry of triple-A 
titles already out and more on the horizon, Ray's making sure his fridge 
is stocked and his chair groove is ready for the long haul ahead. 
FAVORITE GENRES: Action, Adventure, RPG 

TWITTER: @RayCarsillo 


Josh recently discovered that all of Star Trek: Deep Space Nine is 
available on Netflix, so his entire holiday season has pretty much been 
booked solid. Forget Christmas and New Year's. Who needs eggnog 
when you've got Nog, the child Ferengi? 

FAVORITE GENRES: FPS, Indie, Action 

TWITTER: @jorshy 


After three long years, the last book in Richard К. Morgan's A Land 

Fit for Heroes trilogy, The Dark Defiles, is finally in Chris’ hands. 
Unfortunately, now he won't shut up about how inferior most fantasy is 
and how Dragon Age: Inquisition won't possibly be grimdark enough. 
FAVORITE GENRES: Shooters, Puzzle, RPG 

TWITTER: @EGM_Chris 


While the new TV season is a bit of a distraction, Paul's hoping to find 
some time to play Middle-earth: Shadow of Mordor, Far Cry 4, and The 
Evil Within — and to finish reading Marcel Proust's In Search of Lost 
Time — before the year ends. 

FAVORITE GENRES: Shooters, Action, Adventure 

TWITTER: @paulsemel 


Michael thinks Josh needs to play the long game and wait for DS9 
on Blu-ray. Michael's also a bit greedy, since he wants both the 
ColecoVision and Intellivision Flashback systems. Thirty years from 
now, he might get around to playing games from this generation! 
FAVORITE GENRES: Flight Sims, MMO, Shooters 

TWITTER: @greylids 
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Only On PlayStation. 


Search for 
more detailed 
rating summaries 


at esrb.org 


©2013 Sony Computer Entertainment Europe. "DRIVECLUB" and "DRIVECLUB" logos 
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WHAT'S OUT THERE? 


While store shelves offer hundreds of games to choose from, several systems also 
vie for your money and loyalty. How do you know which one is right for you? Well, 
a good first step is to check our section covering all of the latest consoles and a 
few that are somewhat older but still every bit as awesome. You will see what you 
get for your money, as well as some of the most anticipated games for each of 
them — all so you can get your game on! 
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All in One 


t's safe to say that the Xbox 
One could have gotten off to 
a better start. Despite being 
the strongest platform launch 
in the history of the brand, 
sales lagged behind its main 
competitor, the PlayStation 
4. Some gamers were turned off 
when Microsoft focused its mar- 
keting of Xbox One as an unified 
entertainment hub, feeling that the 
emphasis on television support 
and original programming took 
away from its potential as a gaming 
console. Others were bothered by 
mixed messages about the planned 
(and quickly scrapped) always-on 
DRM, as well as other quirky digital 
ideas. Many were simply put off by 
the $499 price tag — a full $100 
more than Sony’s machine. 

But 2014 has been something 
of a transformative year for the 
console. Under new leadership, 
Microsoft has made it clear that the 


Xbox One will be putting games 
and gamers first and foremost. 
The company has expanded its 
strong lineup of launch exclusives 
with even more gaming experienc- 
es that will be available only on 
Xbox, including titles out this year, 
such as Halo: The Master Chief 
Collection, Forza Horizon 2, Sunset 
Overdrive, and Project Spark, as 
well as those that will hit stores 
next year and beyond. (For more 
info on these upcoming games, 
check out page 13.) 

Perhaps more importantly, Mic- 
rosoft has also made great strides 
in expanding the choices gamers 
have when purchasing the Xbox 
One. It introduced a new version 
of the console — one without the 
Kinect sensor — that retails for 
$399. Those who later decide they 
want to take advantage of the 
peripheral's motion controls and 
voice commands — required for 


some tailor-made games, optional 
in many others, and useful for 
navigating the system's menus and 
media features — have the option 
to purchase a standalone Kinect 
for $149 

For this holiday season, Micro- 
soft is releasing two special-edition 
systems: a $499 Call of Duty: 
Advanced Warfare bundle that 
comes with a copy of the game, 

a custom-skinned console and 
controller, a headset, and an 
impressive 1TB hard drive; and 

a $399 Sunset Overdrive bundle 
that includes a copy of the game 
and (finally) a white Xbox One and 
controller. 

If there's one thing this year has 
made abundantly clear, it's that 
Microsoft is keen on building its 
momentum by listening to gamers, 
continuing to deliver a great lineup 
of games, and making the Xbox 
One an even better place to play. 


FIVE MOST-ANTICIPATED EXCLUSIVES 


We don’t know much about 
Master Chief's Xbox One 
debut, but we do know it'll 
pick up after the events 

of Halo 4, tie in with the 
upcoming Ridley Scott-pro: 
duced series Halo: Nightfall, 
and feature a new playable 
character, Jameson Locke. 


st gaming stories this year was the news that Rise of the Much as it did with Halo, Microsoft has purchased the rights to Gears of War 
Tomb Raider, a follow-up to Crystal Dynamics’ 2013 series reboot, would and turned over development of a sequel to an internal studio. Let’s hope 
come exclusively to the Xbox One in 2015. Mark your calendars, Lara fans. Black Tusk treats the franchise with as much care as 343 is giving the Chief. 


Fable has been a perennial hit on Xbox platforms since it debuted in 2004, The Crackdown series, centered on superpowered crime fighters known 
and Legends looks to shake things up by mixing the fantasy-RPG staples as Agents, was one of the most promising to debut on Xbox 360. Thanks 
of the series with full four-player co-op and a chance to play as the villain to the power of the Xbox One, it’s coming back with at least one huge 
against a band of heroes. innovation: The entire city will be fully destructible. 
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© 2014 Electronic Arts Inc. EA, EA SPORTS and the EA SPORTS logo are trademarks of Electronic Arts Inc. The mark John Madden’ and the name, likeness 
and other attributes of John Madden reproduced on this product are trademarks or other intellectual property of Red Bear, Inc, or John Madden, are 


Online Interactions Not — subject to license to Electronic Arts Inc, and may not be otherwise used in whole or in part without the prior written consent of Red Bear or John 
Rated by the ESRB Madden. All rights reserved. "Officially Licensed Product of NFL PLAYERS INC” and "NFLPLAYERS.COM” The "PS" Family logo and “PS3” are registered 
y trademarks and"PS4" is a trademark of Sony Computer Entertainment Inc. АЙ other trademarks are the property of their respective owners. 
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FEEL THE GAME 


© 2014 Electronic Arts Inc. EA, EA SPORTS and the EA SPORTS logo are trademarks of Electronic Arts Inc. Official FIFA licensed product. © The FIFA name and 
QLP Logo are copyright of trademark protected by FIFA, All rights reserved. Manufactured under license by Electronic Arts Inc. The Premier League Logo © 
The Football Association Premier League Limited 2006. The Premier League Logo is a trade mark of the Football Association Premier League Limited which 
is registered in the UK and other jurisdictions. The Premier League Club logos are copyright works and registered trademarks of the respective Clubs. All 
are used with the kind permission of their respective owners. Manufactured under license from the Football Association Premier League Limited. No 
association with nor endorsement of this product by any player is intended or implied by the license granted by the Football Association Premier League 
Limited to Electronic Arts. АЙ other trademarks are the property of their respective owners. 
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The champ is here 


ony seemingly 
learned from its 
mistakes when it 
launched the Play- 
Station 4. Was it 
the announcement 
of the console in 
February 2013, or the press brief- 
ing at last year's Electronic Enter- 
tainment Expo that hit all the right 
notes just as Microsoft seemed to 
stumble with every move regard- 
ing the Xbox One? The veteran 
hardware manufacturer evoked the 
unqualified success of the original 
PlayStation and PlayStation 2 — 
not the PlayStation 3’s stumble — 
when it released its latest project 
in November 2013. 

Some of that success came 
from listening to the audiences 
that matter: developers and 
gamers. The folks who make the 
games we play weren’t happy with 
the complex tools of the PS3's Cell 


processor, so Sony scrapped it al- 
together and went with something 
simpler, based on PC develop- 
ment, with the PS4. 

In an equally important move, 
they named Mark Cerny as the 
lead architect for both the PS4 
and the PlayStation Vita. A veteran 
game designer respected through- 
out the industry, Cerny made the 
arcade classic Marble Madness 
when he was just 18, and he was 
a key creative force behind the 
Crash Bandicoot franchise. What's 
more, he speaks Japanese, thanks 
to his time working at Sega in the 
'90s, so he's able to communicate 
with Western developers and 
their Japanese counterparts — a 
key to facilitating cross-cultural 
development. 

Meanwhile, Sony saw the tepid 
consumer reaction to industry 
concepts such as always-online 
consoles, intrusive anti-piracy 


measures, and potentially elimi- 
nating used games. Its managers 
decided they wanted no part of 
controversial measures that play- 
ers themselves showed no interest 
in embracing. These decisions 
attracted players to the PS4 from 
the start, and that's reflected in the 
sales numbers — more than 10 
million worldwide so far. 

So what does the next year 
hold for Sony's seemingly unstop- 
pable console? Besides innovation 
on both sides of the Pacific, play- 
ers can expect to feel the impact 
of Gaikai-powered cloud gaming, 
more bells and whistles from the 
PlayStation Network, and some of 
the most anticipated titles we've 
seen in years — including what 
may be the final adventure for one 
Nathan Drake. 

Oh, who are we kidding? Just 
like Sony, the intrepid Uncharted 
hero is sure to make a comeback 


FIVE MOST-ANTICIPATED EXCLUSIVES 
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ТНЕ ОВОЕВ: 1886 

Like the dapper gents of 
Victorian London but wish 
they packed a little more fire- 
power? With this a 

venture title from Ready at 
Dawn, you can have the best 
of both worlds in a “modern” 
retelling of King Arthur’s 
Knights of the Round Table. 


UNCHARTED 4: A THIEF’S END UNTIL DAWN 


It’s been three years e we've seen gaming's favorite snarky treasure Everyone loves the guilty pleasure of B-movies, and what gamer doesn’t 
hunter in action, but that drought ends in 2015. Can this really be the end enjoy a good survival-horror adventure? Supermassive Games aims to 
of Nathan Drake? Regardless of whether it’s the final chapter or a new deliver both quirky charm and intense challenge with this tale of eight 
beginning, we can’t wait to play. teens trapped in a log cabin. 


BLOODBORNE TEARAWAY UNFOLDED 

From Software has delivered some of the most taxing challenges in recent If you missed the charming papercraft world of Tearaway on the PS Vita 
years with Demon’s Souls and Dark Souls, and with this anticipated last year, you dropped the ball. Thankfully, Media Molecule is giving 

PS lusive action-RPG, director Hidetaka Miyazaki plans to deliver even players a chance to pick it back up with this enhanced, extended version 
more int nfrontations. of the game on the PS4. 
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Nintendo still delivers 
plenty of magic 


eall 
know that 
Ninten- 
do's Wii U 
didn't get 
off to the 
roaring 


success and mainstream notoriety 
the Wii did in 2006, when it brought 
motion-control to the masses. But 
a funny thing happened on the way 
to the Wii U’s untimely demise: It 
started featuring some of the best 
games in the industry. No matter 
the name on the console, though, 
one truth remains: Nintendo knows 
how to make perhaps the most 
imaginative, addictive experiences 
nearly 30 years after bringing the 
Nintendo Entertainment System to 
North American shores. 


The fact is, while Nintendo 
touted the innovations of the Wii U's 
GamePad controller — don't get us 
wrong, we love off-TV play, which 
lets us hop and bop as Mario on the 
small screen while we watch football 
on Sunday afternoons — the true 
draw of any Nintendo system has 
always been the games. 

After all, Nintendo still has an ace 
up its sleeve that no other company 
can claim: Shigeru Miyamoto. Now 
in his early 60s, the development 
legend behind worldwide icons such 
as Donkey Kong and Mario shows 
no signs of slowing down. You can 
even feel his guiding hand on some 
of the Wii U's best entries, such as 
Pikmin 3. 

But even if tiny flower people 
aren't your thing, there sure is 


C 


plenty to get excited about with the 
Wii U. 

Like racing at maximum velocity? 
Check out the intense speed of Ma- 
rio Kart 8. And if you call yourself a 
Mario fan but haven't tried out Super 
Mario 3D World yet, we've got four 
words for you: What's wrong with 
you? The fact is, no console has 
games that appeal to such a wide 
array of audiences as the Wii U. 

Now that Nintendo's had a cou- 
ple of years getting to know the nuts 
and bolts of Wii U development, 
you can bet 2015 will be the best 
the console's seen yet. The lesson? 
Don't ever count out the magic 
of Mr. Miyamoto and his favorite 
plumber. 

You had better be ready next 
year. 
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KIRBY AND THE RAINBOW CURSE 


Back in 2005, Kirby showcased the power and technology of the DS with 
Canvas Curse. A decade later, we finally get a follow-up on the Wii U — one 
that offers the same type of innovation with touchscreen-based play on the 
GamePad. 


045 
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YOSHI'S WOOLY WORLD 

Kirby explored a textile-based world in Kirby's Epic Yarn in 2010 on the 
Wii, and now it's Yoshi's turn. This is the first home-console adventure for 
Mario's dino pal since 1998, and he'll be able to use his wooly powers to 
help him through some distinctive landscapes. 
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THE LEGEND 

OF ZELDA 

Let's face it: This is the big 
one we've all been waiting for, 
Since we first heard about the 
Wii U. We've yearned to see 
what Nintendo can do with an 
expansive, expressive Zelda 
in glorious HD, and next year, 
we'll get that chance in this 
open-world epic. 


CAPTAIN TOAD: TREASURE TRACKER 

If you played Super Mario 3D World, you know that one of the most 
underrated segments of that game featured the intrepid Captain Toad and 
his puzzle-based exploration. Now, we'll get a whole game featuring levels 
such as those, and we can't wait. 
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SPLATOON 
Perhaps the sleeper hit of Nintendo’s 2014 E3 presentation, Splatoon is 

a bit of a departure for the company — a 4-on-4 third-person shooter 
featuring Inklings, which can be human or squid. Nonetheless, the game’s 
ink-based action looks to be intriguing and suitably intense. 
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Marvel’s The Avengers 
Play Set 


Marvel’s Spider-Man 
Play Set 


Marvel’s Guardians of 
the Galaxy Play Set 


Disney Infinity 
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Cartoon Violence 
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POKEMON OMEGA RUBY / POKEMON ALPHA SAPPHIRE 


MONSTER HUNTER 4 ULTIMATE 


L Blaziken: 100 
(prm, 


Q: SHADOW OF THE LABYRINTH 


The pintsized powerhouse 


intendo has 
maintained its 
dominance in 
handheld games 
for 25 years now, 
since the release 
of the original 
Game Boy. The company has taken 
us from black-and-white to color, 
from one screen to two, and from 
2D to 3D — and made amazing 
games for all. 
Nintendo’s command continues 
with a string of amazing 3DS 


triple-A games, including Super 
Mario 3D Land, The Legend of Zel- 
da: A Link Between Worlds, Animal 
Crossing: New Leaf, Fire Emblem: 
Awakening, Luigi’s Mansion: Dark 
Moon, and Mario Kart 7. The latest 
additions to this collection are 
Super Smash Bros., the series’ 
first handheld installment, and 
Pokémon games Omega Ruby and 
Alpha Sapphire due in November. 
Adding to the fun is Nintendo’s 
Virtual Console, which features 
loads of great NES, Game Boy, 


Game Boy Color, and Sega Game 
Gear titles, including some rarities 
like Capcom's additions to the 
Legend of Zelda series, Oracle of 
Seasons and Oracle of Ages. 

Multiplayer works both locally 
via an ad-hoc connection, or 
over longer distances with Wi-Fi, 
allowing players to connect with 
their friends and enjoy hundreds of 
great games. 

The two-screen wonder shows 
no sign of slowing down, with more 
iconic games on the horizon. 


Playstation in your hands 


| f you're looking for smaller 

| versions of some of gaming’s 
Bl biggest releases, the Play- 

Station Vita probably isn't the 

| route you'll want to take. Vita 
Wl versions of triple-A titles look 
Wl to be few and far between 
going forward. However, don't 
write the system off just yet — it's 
become one of the most interest- 
ing platforms for players who love 
something a little different than the 
normal crop of games found on 
other hardware offerings. 


With its mix of a large, beautiful 
Screen, dual analog sticks, motion 
sensors, and front and back touch 
panels, the Vita hosts everything 
from daring Japanese projects 
such as Freedom Wars, Dangan- 
ronpa 2: Goodbye Despair, and 
The Firefly Diary; to major indie 
offerings like Mighty No. 9, The 
Binding of Isaac: Rebirth, and Titan 
Souls; to the best portable version 
of Minecraft money can buy. 

To be fair, the system has recently 
Seen some major releases come its 


way. Sony has bunded Borderlands 
2 with the slimmer, sleeker, and 
lighter Vita revision they previously 
released in Japan. 

Plus, the Vita isn't just a portable 
gaming device; it's also a perfect 
companion to the PlayStation 4. By 
streaming games from the console 
to the Vita locally or over the Internet, 
you can play your favorite PS4 
blockbusters while lazily lounging in 
bed — either in your own home or 
in a hotel room thousands of miles 
away. 
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or all of the shiny new systems out there, 
players shouldn't forget the stalwarts that 
have defined the industry for the better 
part of the last decade. 

The Xbox 360 may not be the newest console 
on the block, but plenty of life is left under its 
hood. You can grab a new basic model for under 
$200, but we recommend shopping around for 
some really great deals. For instance, this holiday 
there's a special edition blue 360 with a 500GB 
hard drive and copies of Call of Duty: Ghosts and 
Call of Duty: Black Ops 2 for just $250. 

Players can find tons of great deals to be had 
on older Xbox 360 games (see the sidebar for 
some of the best exclusives), and the system 
Sports the best online services with Xbox Live. 
Round that out with plenty of new games (see the 
PS3 list), and you have a bargain powerhouse. 


Microsoft 
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Serving Up 
the Hits 


| Ш he most basic PS3 runs just under $200, and 
| 500GB special editions featuring games like 

| | LEGO: The Hobbit, The Last of Us, and The 
| Amazing Spider-Man 2 costs about $270. 
While Sony hasn’t yet announced any holiday edi- 
tions, we wouldn't be surprised to see a few pop up. 

The company is still releasing plenty of new 
games for the system (and the Xbox 360), including 
iterations of some of the year's biggest titles, such 
as Madden NFL 15, Disney Infinity: Marvel Super 
Heroes, Destiny, The Evil Within, and Dragon Age: 
Inquisition. More significantly, developers are still 
creating games for these systems that won't be 
immediately available on the new-gen, including 
Borderlands: The Pre-Sequel, Escape Dead Island, 
and Assassin's Creed Rogue. 

If you haven't played some of these systems’ 
fantastic exclusives (see sidebars) then you are truly 
missing out on some of gaming’s greatest hits. 
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ideogame composers might not be 
household names like Richard Wagner, 
Hans Zimmer or Taylor Swift, but chances 


are that even if you aren’t familiar with Jesper Kyd 
by name, you’ve probably heard his music. 
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JESPER KYD 


he industry veteran’s been creating 

tunes since the 2D days of the Sega 

Genesis in the early '90$. Of course, 
the Danish game maestro has come a long way 
since Sub-Terrania and the 8-bit microproces- 
sors, having gone on to score aurally addictive 
scores for triple-A giants like the first four Assas- 
sin’s Creed games, the Hitman series, Freedom 
Fighters, Darksiders ІІ, all three Borderlands 
entries, and much more. 

As a musician, Kyd grew up alongside 
gaming. After teaching himself piano on the 
family’s ivory keys, he fell hopelessly in love with 
composition, courtesy of his Commodore 64. 
That classic computer introduced him to others 
who were similarly passionate about communal 
creative expression through videogames, which 
in turn led Kyd and his friends to the Danish 
demoscene — and, eventually, stateside as a 
full-fledged composer. 

Now, Kyd has nearly a quarter-century of cre- 
ating music for video games, television and films 
— with a few BAFTA award nominations and 
one win — in his repertoire. Still, he continues to 
find fresh ways to fuse the synthesizer sounds 
that spurred his life of music with convention- 
bending interpretations of how sci-fi or fantasy 
or horror should sound. Depending on the title, 
his tracks range from atmospheric and ambient, 
to haunting, to pulsing blood-beat hypnotism 
that envelopes listeners. No doubt this diversity 
directly contributes to the immersive capabilities 
that define many of the games he’s scored. 
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EGM: With 20-plus years scoring 
videogames and other media, clearly 
music is your passion — but what 
brought you and music together in 
the first place? 

Jesper Kyd: Well, my parents were 
always playing music — that’s probably 
where it started. They’d play really 
interesting music like Jean Michel Jarre, 
Mike Oldfield, and Vangelis. That’s when 
| started noticing music. Before that, 

it was more just listening for casual 
pleasure — the Beatles or whatever. But 
when | heard Vangelis and others like 
him, something happened, and | really 
fell in love with that kind of music. 

Wherever | went as a child with my 
family, when we went on vacations, 
there was always a piano around. We 
were one of those families that had a 
piano, and everyone else had a piano, 
too. | was always sitting there playing 
the piano, just having fun. But once 
| got a Commodore 64 computer, | 
figured, “Ah, | can start making music 
with this thing.” That became very 
interesting to me. 

The Commodore 64 had three 
channels. Usually, you'd use that for 
bass, melody line, and support melody 
line — you could create a whole song. 
That was very interesting to me, instead 
of sitting at the piano, because you 
couldn't record that. There was no 
sequencer. That's when it became kind 
of an obsession. I'd do that a lot and 
enjoy it. Г make a song every day оп 
the Commodore 64. | made hundreds of 
songs on the Commodore 64, hundreds 
of songs on the next computer I got, the 
Amiga, and | just kept going and going. I 
guess | never stopped. 


EGM: Did the Commodore 64 take 
you directly to games? Or is it all just 
a happy coincidence? 

Kyd: By the time | got a Commodore 64, 
Га already been playing games with my 
friend's Commodore 64. I think, as with 
all kids, video games are very interest- 
ing. | can see it in my kids today. They're 
fascinated with them. There's this 
intense fascination that goes on when 
you're first introduced to them. There's 
the phase where you never played a 
video game, and then suddenly you 
play video games, and it becomes very 
engaging. That happened to me. 

Of course, | loved games on the 
Commodore 64, but I also noticed that 
some of the games had very cool music 
that wasn't the kind of music you'd 
heard prior to that on computers, where 
it was more just beep-beep music. The 


Commodore 64 chip, the SID chip, had 
a warm, analog kind of sound. The fact 
that they put an analog synthesizer 
inside the Commodore 64 — that was 

a stroke of genius. It got a lot of people 
inspired. I'm sure | wasn't the only one 
who played those games and thought, 
“Wow, this is really warm, and it makes 
you feel things." Instead of beep- 
badeep-boop. There's an organicness to 
some of these sounds. That was my first 
introduction to analog, and l've been 
fascinated with analog ever since. 


EGM: What was it like scoring music 
for games in the early '90s, working 
on games like Sub-Terrania for the 
Sega Genesis? That game is a vivid 
part of my own childhood. 

Kyd: That's cool. There's a lot of people 
who have been telling me about that 
game. It's funny to me — or, it's not 
funny, but awesome. That's where it 
really started. After all these years, 
people still remember that game. That's 
what I think is so awesome. | made that 
game with my friends in Copenhagen. 
We made the game, and we sold it to 
Sega — that was our big break. We all 
moved to the U.S. to work and do games 
for the Sega Genesis. 

We made our own music program 
for the Genesis. That's why the music 
sounds the way it does. Obviously, | 
put a lot of work into it, but what makes 
it stand out from other scores on the 
Genesis is definitely the music program 
and the sounds you could pull out of that 
program. We were really hardcore. If we 
were going to make a game, it was going 
to have great music, so we made our 
own program. That was just the way we 
were. Everything we did back then was 
always fueled by, “How can we kick the 
most [butt]?" That's the teenager thing, 
you know? That's how we were. We were 
part of a demoscene in Europe, which is 
something where you get together with 
your programmer friends and graphic 
artists, and then the musician does the 
music. You create these demonstrations 
on the computer, the Amiga or the 
Commodore 64, where you show off 
what you can do. 

The indie scene in games now 
reminds me a bit of that. You're just 
doing that because that's what you love 
doing. That's what's so great about the 
demoscene. That's what | came out of. 
We were in the demoscene together and 
| made music for а lot of demos, for a 
lot of big demo groups all over Europe. | 
was starting to find my musical style. So, 
we started a game company, and we did 


a really good demo called Hardwired, 
and we were thinking — | don’t know 
exactly what we were thinking, but from 
my perspective, it was, “How do we go 
further than this?” The next step would 
be to make a game company and start 
making games. So that’s what we did. 


ЕСМ: | have to imagine that scoring 

a video game is particularly 
challenging, since they're not static 
like film and television. You have to 
accommodate for interactivity and 
play. 

Kyd: Each game brings a different 
challenge. It very much depends on the 
style of game, first of all. If you're scoring 
a racing game or a sports game, there's 
a whole different aspect. If it’s more 

like an open-world game — which is my 
favorite kind of game to score — there's 
a lot of thought that goes into that. | try 
to bring a musical palette to deepen 

the world. | don't always just score 

with what you see or what's happening 
onscreen. | like to take the overarching 
story, find elements of that storyline, 
and go deeper than that and put it into 
the music. You might not be seeing this 
moment with this bad guy, but if you can 
somehow hint at it in different places 
when you're getting closer or something 
like that, it makes the score deeper. 


I'm also a big fan of atmosphere. | 
love trying to make you feel as much as 
you can with the music. | like that. It's not 
always about setting the perfect tone at 
all times. | like to set the tone, of course. 
That's needed. But then | like to try to ex- 
pand that and see how far we can go. The 
further you can go, the more unique the 
experience. The more unique the experi- 
ence, the more memorable it gets. If it's 
memorable, maybe people are going to 
want to listen to the music outside of the 
game, too. They might be at work listen- 
ing to the music, and the music reminds 
them of the game, and they go home, and 
they want to play the game. It's a win-win 
for everyone. When | do music, I’m trying 
to make it as interesting to listen to as 
possible. But at the same time, if you can 
keep gamers engaged in that music, it's a 
win for the franchise, too. 


EGM: Is there a lengthy research pe- 
riod before you sit down in front of the 
keyboard? Do you look at concept art 
or read character and plot sketches? 
Join in on location scouting? 

Kyd: | don't go out to locations. | wish 
there would be more of that. That would 
be fun. | need a trip to Venice! Anyway, | 
really love concept art, because concept 
art is what the game company, the devel- 
opers, the artists, everyone, is looking at. 


They're thinking, *How can we make this 
concept art come alive in our game?" 

Sometimes, when you're working on a 
game, that game isn't very far along. You 
have to look at it, and you have to not see 
what you're seeing. Do you know what 
| mean? There's no textures. Maybe it's 
just raw polygons. If you just stare at it, 
sometimes it tells me nothing, because 
it’s not finished. It might have the com- 
pletely wrong lighting. It doesn't look like 
this great thing that everyone's describ- 
ing and that it will end up looking like. 
That's when concept art becomes very 
helpful. It’s more helpful in videogames, 
because often when | work in film and TV, 
what you're watching is almost finished. 
Sometimes the computer graphics aren't 
finished, but you still see the scene. 

But in video games, when you see 
something rough, it's really rough. | also 
use videos, when they have levels that 
are presented, like how the final game is 
going to look like. Those videos are very 
helpful. Sometimes | play the games as 
well. It's good to get the flow of how it 
feels, how fast you're moving. 


EGM: So, you've looked at piles of 
concept art, maybe even played the 
game. Now what? 

Kyd: First, | try to find the overarching 
idea that's going to tie the soundtrack 
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together, try to come up with some rules 
about what to do and what not to do. 
The music palette is super-open if you 
don’t put up some barriers. 

Also, there’s a lot of talking with the 
developers. Whenever | get an idea, | 
like to present it to them, and we talk it 
through to find out if that idea is good 
as is or if it needs to be tweaked in 
some way. Maybe they'll take it ina 
different direction, and РИ! be inspired 
by something else. But getting as many 
ideas down and talking it through is 
very helpful before you start on the 
music. Then, when you start on the 
music, it’s like an experiment. You’re 
just experimenting for a while, trying to 
figure out the sound and the mood and 
the instruments, the palette, all those 
things. 

When you feel good about that, when 
you do the first few tracks and you feel 
like, “OK, we're going in a direction 
that things need to go in," then you 
automatically start feeling more like you 
know where to take it. Obviously, you're 
going to get more ideas once you feel 
like you've laid the groundwork. You can 
relax a little bit and then start coming up 


with all these extra ideas. That's how | 
like to work. 


ac by sis 


Kyd: It's case-by-case. | try to be very 
open-ended, because | work on so many 
different kinds of scores. | like to go in and 
have a clean slate. From Freedom Fight- 
ers to Assassin's Creed, there's a big dif- 
ference — and not just in instruments, but 
also writing style. The perspective | take 
on how to use orchestra, choir, or some- 
thing; everything is completely different. 
| don't say, "OK, I have this foundation," 
and then | branch out into different styles 
from that foundation. | like to shake up 
my foundation as much as | can. Because 
then, everything is possible. That's really 
what inspires me. 

But it's also just how | am. Coming 
out of the demoscene, you were always 
encouraged to push it as far as you 
could. You were trying to show off. All 
of us teenagers were all trying to be the 
best at what we were. We did whatever 
we wanted. That's the best way you can 


grow as an artist, | think. To take all the 
barriers away and just say, "Do whatever 
you want." 


Kyd: Once I'm writing, І don’t listen to a 
lot of music. I’m just in the zone. | don't 
want anything to influence what the 
vision should be. But pre-production, 

| do like to listen to music in different 
genres, especially when you're thinking 
about what kinds of genres you can mix 
together. You try to listen to tracks that 
are considered foundations of genres. If 
you're doing something that you want to 
be a bit Celtic-inspired, it's good to listen 
to some really Celtic music and just get 
to the vibe of that. What's the core of this 
Celtic music? If you're thinking it should 
also be mixed with this or that, then you 
listen to some other music. 

But | don't listen for themes or melo- 
dies or anything like that. | listen more 
to find out what kind of instruments are 
used, how they're used. If you double 
these two instruments together, it be- 


comes this Celtic thing. Why don’t we put 
in an electronic sound together with that? 
What if we run it through something else? 


EGM: Speaking of evoking cultural 
or thematic feels in track 


, wh 


involved in trying to strike a balance 
between doing something that might 
scan like a caricature and trying too 


hard to subvert it? 

Куа: I’ve studied composition, but I’m 

not classically trained. | don’t have this 

imprint on my brain that says, “OK, this 

is Asian music. This is what you do to 

make that come alive.” It’s my take on that 

music. My take is just what I’ve taught 

myself. | don’t worry too much about that. 

That's the best way | can explain that. 
But, obviously, I’m very open-minded. 

If there's a music style that | haven't 

worked on before, | feel very engaged in 

trying to figure out what makes that music 

style sound like that. For example, when 

| did Freedom Fighters, Га never done 

any Russian music before. | didn't study 

any Russian music when | did that score. 

| might have listened to a few tracks 

here and there, but it wasn't like | started 

studying the scales and the chords or 

anything. | wanted to keep it loose, so it 

would be my interpretation of it. And it still 

ended up sounding Russian. 


EGM: Do you look up instruments that 
a particular culture uses or prominent- 
ly features in their music? 

Kyd: That's exactly what | do. But I 

don't like to take the themes and take 

too much away from that. | like to create 
my own variations. The instruments are 
where it's really helpful, to find out what 
instruments are played, and when you 
put these two instruments together and 

it becomes this kind of thing. That's very 
important. Especially in Assassin's Creed, 
for example, when it goes from the Third 


Crusade — that Middle Eastern, more 
Muslim-inspired music, more Christian- 
inspired music — and then a melting pot 
ofthe two in Jerusalem. 


EGM: You're overwhelmingly associat- 
ed with trip! 
Creed or Hitman. But more recently 


e-A projects like Assassin's 


you did State of Decay, a wildly popular 


. How did you come to be 


indie projec 
involved? 
Kyd: First of all, that was a great experi- 
ence. | just want to be clear: We did have 
all the resources available to make it a 
good score. | know sometimes, when 
you think about indie games, you think 
there's not a lot of resources. But for this 
title, | had the resources to get the sound 
| wanted. They approached me about this 
game called Class 3. It was a very out- 
there concept they had, about doing this 
open-world zombie game. Nobody had 
done that. It kind of blew my mind when | 


“ONCE PM WRITING, | DON'T 
LISTEN TO A LOT OF MUSIC. 
FM JUST IN THE ZONE. | DON'T 
WANT ANYTHING TO INFLUENCE 
WHAT THE VISION SHOULD BE. 
BUT PRE-PRODUCTION, | DO 

LIKE TO LISTEN TO MUSIC IN 
DIFFERENT GENRES, ESPECIALLY 
WHEN YOU'RE THINKING ABOUT 
WHAT KINDS OF GENRES YOU 
CAN MIX TOGETHER." 


heard about it, and | knew right away that 
| wanted to be involved. I’m a big zombie 
fan. | love horror films and horror games. 
This was just a great match. 


EGM: Did they just give you free rein 
over the soundtrack? 

Kyd: Not free rein. They were very 
involved. The developer and | came up 
with the music style. It's not one of those 
things where it felt right to just come up 
with all the ideas myself. There was a lot 
of going back and forth to make sure that 
this was what it was going to be. | was. 
really inspired by the whole rustic, kind of 
broken-down town, a town that's past its 
prime, and now it's more in decay. 

It's not just because of the zombies. 
Even before, there were a lot of rustic 
things around, all these broken-down 
tractors — the zombie invasion has just 
happened when you play the game — so 
there was a lot of influence from that. 
| also really love the idea of a small-town 
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sound and a small-town feel, putting that 
into the music, putting the rustic ele- 
ments in there. Making it Americana, with 
guitars, and then putting this really dark 
zombie-horror edge to all of it. It seemed 
like a nice combination of musical styles 
and ideas. 


EGM: Any particularly memorable new 
moments for you as a composer? 

Kyd: The first time | worked with a live or- 
chestra, the first time | worked with a live 
choir, those were two moments where | 
was like, “OK, eureka — this is really cool. 
This is a lot of fun.” It’s amazing what a 
live orchestra adds. That's not necessar- 
ily geared toward gaming, but that was 
definitely a moment right there. 


EGM: Is it more taxing? With film, 
you've about two hours. А TV show, 
even less. But the average game 
clocks in at 12, 15 hours. Is it exhaust- 
ing to compose four CDs worth of 
music, as opposed to just 15 tracks? 
Kyd: Well, yes and no. If it's four hours 
of music, then it's a huge undertaking, 

of course. But you also rarely get told, 
“Oh, you have three weeks to do four 


hours of music." If they want that — if the 
developer is looking for that much music 
— they often bring you in early on, and 
then it becomes more of a nice experi- 
ence that way, because you get to define 
a huge world with that much music. You 
can go from A to 2 within that world. | 
don't necessarily see it as a challenge. | 
just see it as a bigger undertaking. 


EGM: Under the most ideal circum- 
stances, how long does it take for you 
to produce a soundtrack? 

Kyd: Oh, anywhere from, | don't know, 
five weeks to nine months. It really de- 
pends. If l'm given more time, then l'Il take 
that time and l'Il spend it experimenting. 
For me, it's not about, *Oh, here's the 
project. Let's start and get it going and 
deliver it." If you have the time, you don't 
do it like that. You spend that time trying 
to find new things. But again, other times 
it happens very quickly. It's a bit of both. 


EGM: What's it like playing something 
composed by someone else? Do you 
have a critical ear for it? 

Kyd: | definitely like to listen to it. You 
have a game like Hotline Miami — the 
music in that game, it's like, how can 
you not notice that music, that thump- 
ing dance music as you're walking 
around, killing people? I definitely have a 
musician's ear open when | play games, 
but sometimes | wish I could turn it off. 
Sometimes, | just have to turn the music. 
off. Otherwise, my brain is always going, 
you know? I like to play games with the 
music on, though, unless the music really 
annoys me. 


EGM: You have scored games from 
the Commodore 64 and Genesis on 
up. When a new console generation 
arrives, do they give you specs so you 
know what your hardware limitations 
are? 

Kyd: No. On the Sega Saturn, | did do 
chip music with the Sega music system 
for a game called Scorcher, which was re- 
ally challenging. And the Genesis games 
were obviously chip music, too, and the 
Amiga as well. 

But once it got past that, everything 
became CD music. And so now, | might 
be given a limitation as to, "Hey, can you 
make this track two minutes long?" But 
more and more, it's not about limitations 
within the hardware. It might be a budget 
thing, something like that. These days, | 
feel like it's completely open-ended. Also, 
if you go record with a live orchestra, you 
might not want to put that music in and 
call it *chip music" somehow, because 
then you have to start cutting it up a lot 
and degrading the sound. That's the old 
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days. It's not how it is anymore. Since 
the PlayStation hit, since Dreamcast, it's 
changed. I think the Dreamcast and PS1, 
that's around the last time | was doing 
any chip music. Then it just became 
about how beautiful or how musical or 
how hi-fi can we can make it sound. 


EGM: Do you have any new projects 
you can talk about? 

Kyd: Yeah, Borderlands: The Pre- 
Sequel. It's the first synthesizer score 
Гуе done since Hitman: Contracts. | 

had a lot of fun with it. | used a lot of 
synthesizers, all my analog stuff — | went 
very retro with some of the ideas. There 
was a 1980s-inspired influence on the 
soundtrack, so | used 1980s sequencing 
techniques and sounds. | have some 
Sega Genesis sounds in there, some 
Commodore 64 sounds thrown in here 
and there. | was really trying to make it 
my take on the 1980s. The funny thing is, | 
was alive in the 1980s. | was doing music 
in the 1980s. So, it’s kind of trippy. 


EGM: Did you find yourself 
rediscovering the era aurally? 
Куа: | found myself embracing all these 
'80s things that | had on my list of things 
not to do. It was a lot of fun that way, 
just to break all those rules. “But this is 
going to sound a bit '80s!" Well, that's 
the whole point. | would call it a fun score. 
to listen to. It's not serious in the way 
that Hitman: Contracts is serious. | know 
I'm comparing it to Contracts, but that's 
a super-serious, "deadly" synthesizer 
music. This is much more upbeat and 
much more fun. 

It's like an upbeat, sci-fi kind of thing 
— like | mentioned, going back to some 
of those retro sounds and mixing it up 
with the analog sounds and the new stuff. 
It's not going to sound like a Commodore 
64. It's not going to sound like Genesis 
music in any way, shape, or form. You 
just have the hints in there. It creeps in. 
The last thing | want is to embrace it to 
a point where it becomes dated, you 
know? I’m not doing it just to be cheesy. 
It’s not cheesy music. It’s just that there 
are some ideas there that are inspired by 
some of these things. If you went there 
100 percent, it wouldn’t work. You have to 
just know what elements to take in, what 
instruments to use. 

But since | did that kind of music, 
| feel OK with going back. | know that 
world. | might not have done that music 
for 20 years, but | can still go back there 
and know. | know exactly what those 
sounds are. | know exactly how far | can 
push those sounds and what | can get 
out of them, because that’s what | did for 
Sub-Terrania. 


ЕСМ: What are some of your favorite 
games of all time? 

Jesper Kyd: Well, | don’t think I’ve ever 
had as much fun with a game as | did with 
Grand Theft Auto: Vice City. | just thought 
they nailed it. All that music on the radio, 
all that ’80s music, it was just so much 
fun. | also really loved the first Far Cry, 
one of my favorite games of all time. 


EGM: Favorite music artist outside of 
games/television/film scores? 

Kyd: The Knife and Réyksopp are prob- 
ably two of my favorites. 


ЕСМ: Is there anybody that you'd 
absolutely love to collaborate with? 
Куа: Га love to do something with 
Imogen Heap. That would be fun. She’s 
really cool. | love her music. 


EGM: Do you have a favorite 
breakfast jingle? Or jingle in 
general, if you’re not partial to 
breakfast? 

Kyd: No, not really. | stay away from 
commercials like you wouldn't believe. 
If | could turn my ears off, | don't think it 
would bother me as much. But my ears 
are always on, analyzing. If | hear music 
that's not what I’m digging particularly, | 
turn it off. | don't even notice it. 


EGM: What's the best sound in the 
world? Mine's an elevator cable snap- 
ping and whipping down the shaft. 
Kyd: | love the sound of crickets. After a 
stressful day, that really calms me down. 


EGM: Do you have any CDs of just 
ambient cricket noises? 

Kyd: No, | just go outside. It’s a fiesta of 
sounds at night. There are so many ani- 
mals out there. Mountain lions and bob- 
cats and all kinds of stuff. Tarantulas. 


Scorpions. Snakes. Rattle- 
snakes! Those are good. They 
make some good sounds. 


EGM: I don’t know what 
sound a spider makes. It 
would terrify me if a spider 
made a sound. 

Kyd: They don’t make a 
sound. It’s just your own 
heartbeat — like, ga-doong, 
ga-doong, ga-doong! It's that 
sound. 


EGM: What's your least favorite 
instrument? Is it the theremin? I’m 
pretty sure it's the theremin. 

Kyd: The theremin is not a good instru- 
ment. Not a good instrument. 

Hmm ... Least favorite instruments? You 
know, you can get interesting sound out 
of almost all instruments. But the ther- 
emin, it's hopeless. It is what it is. Yeah, 
| don't think anything is worse than the 
theremin. Not good. 

The water harp isn't one of my 
favorite instruments, either. Sometimes 
you watch TV and the water harp is 
everywhere. What's going on? 

Did you just buy a water harp? 
What's happening? 


EGM: If you could only com- 

pose in one key for the rest of your 
life, which would it be, and why? 
Kyd: D. D is a good key. It's a very natu- 
ral key when you're a keyboard player, a 
piano player. 


ЕСМ: Are there genres of music that 
you're more partial to over others? Or 
anything you don't really dig at all? 


Kyd: I'm not a huge fan of jazz music. Not 
'a huge fan. 


ЕСМ: Have you tried? I’ve heard it's an 5 
acquired taste. 

Kyd: Yeah, but | like the concept of taking 
an idea and pushing it as far as you can 
sonically, you know? Jazz and sonics, it's 
not what jazz is about. Jazz is about the 
jam. | mean, | really shouldn't be speaking 
to you about jazz, because | don't know 
much about it. | know | don't want to. But 
to me, when | hear it, there's too much 
focus on the jam. l've always been kind 
of against that. | like the more calculated 
precision of taking things and pushing 
them as far as you can. 


EGM: So if Ubisoft or some other studio 
contacted you and wanted you to do 

a jazz project, would you turn them 
down? 

Kyd: Yes, | would very much advise them 
not to hire me for that. 


EGM: Anything you've played or 
watched recently with a score that re- 
ally impressed you? 

Kyd: The new Tron movie — they did a 
really good job with that, musically. | loved 
the risks they took. It wasn't your usual 
Score. But it was never going to be your 
usual score, was it? Because the movie is 
such an out-there kind of film, anyway. 


ЕСМ: I'm going to take another spin on 
the breakfast-jingle thing. Is there a TV 
theme that's your favorite? 

Kyd: Knight Rider was really cool. Airwolf 
was probably one of my favorites. That 
was awesome. Better than Knight Rider, 


actually. 
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hat are you going to ask 

Santa for this year? If you’re 

out of ideas, we’ve gathered 
up some of our favorite new toys for 
kids of all ages. Whether you’re after 
a new РС or a case for your toys, our 
gear guide has you covered. Don't 
forget to leave out some tasty cookies! 


When you really think about it, PlayStation, Xbox, and Nintendo consoles are really just 
computers you hook up to your TV and control with a couple of sticks and some buttons. 
Well, now consoles are coming full circle with the Alienware Alpha. This souped-up PC 
connects to your TV and uses the sticks and buttons of an Xbox One controller to play 
dedicated games you'll download from Valve's Steam service. While all four versions have 
NVIDIA GeForce GPU 2GB GDDR5s and Windows 8.1, the $549 edition has 4GB of memory 
and uses a Intel Core i3-4130T Dual-Core processor with a 3M Cache and runs at 2.9GHz; 
the $699 model adds another 4GB of memory; the $799 version has an Intel Core 15-459 
Quad-Core processor with a 6M Cache, up to 3.0GHz; and the $899 top-of-the-line model 
has the Intel Core i5-459 Quad-Core processor as well, but with an 8M Cache. That's all a 
rather complicated way of saying that you get what you pay for, power-wise. 
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CARRY ON MY SKYLAND SON 


One neat thing about the Skylanders games 
is that you can take to a friend’s house the 
characters that you’ve leveled up — or, 
if you're play Trap Team, the villians that 
you've captured. To make the journey, you 
could toss the figures in your backpack 
and hope they don’t break, but 
you're better off carrying them 
in style with either the Classic 
Skylanders Travel Tote 
($19.96) or the Skylanders 
Mini Treasure Chest ($14.96). 


ur ER 


га The former holds up to 20 SMALL FRY 
е, figures and has a removable It’s funny that some people think video 
tray so they’re not all on top games are just for little kids, yet the controls 
of each other, while the latter are all made for big ones. Well, not all of 
holds 16 but has a fold-out them. The Xbox One Mini Series Wired 
play mat for your portal. Controller ($39.99) has all the buttons of its 


bigger brother, as well as has dual force- 
feedback motors and impulse triggers, 
but it’s ergonomically made for those with 
smaller hands. Even cooler, since it has a 
cord that's nearly 10 feet long, you'll never 
run out of juice just when you're about to 
beat your bro in, well, any game. 


THE ROAD WARRIOR 


| The holidays mean long road trips to grandma's house, and nothing spoils a 
long road trip like the batteries in your DS running out of juice. But that won't | 

be an issue with the Folio Starter Kit for Nintendo DS ($24.99). Not only HOLD IN THE SKY 
does it hold your DS, four games, and two extra styluses, but it comes with о у 
a cleaning cloth and four screen protectors for the lower screen. The best figures in your desk, dresser, or a shoe box, 


| thing, though? It includes а car adapter so you'll never run out juice. don't you think they deserve to spend their 
| time off somewhere nice? Now they can, with 


the FunPlay playsets. Built to both store and 
display your action figures, the Skylanders 
FunPlay HideAway: Waterfall Skyland ($29.96) 
lets them enjoy a waterslide or chill out in 

a cave; the Skylanders FunPlay Hideaway: 
Flynn’s Ship ($49.96) has them sailing the 

high seas; while the Skylanders FunPlay 
HideAway: Dr. Krankcase’s Lair ($99.96) has a 
working catapult for when they need to defend 
themselves from your cat. 


While you can store your Skylanders action 


NINTENDO 


ii DS. 
жлоб. 
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While having a good gaming mouse is key, it’s 
only as good as the pad you put it on. Enter the 
Goliathus. It may sound like one of Godzilla’s 


pals, but it’s actually a mouse pad from 
Razer that's made for gaming. Looking 
for one that will help your mouse 
slide smoothly? The Goliathus 
Speed Edition ($14.99) is not only 
comfortable, but its slick surface 
will let you move your mouse like a 


pro. But if you're more about accuracy than 
timeliness, the Goliathus Control Edition (also $14.99) 
has just the right amount of friction to give you what 


Razer calls “pixel-precise targeting.” 


RELEASE THE KRAKEN 
One of the downsides about your 
being such a polite, considerate 
person is that you can't crank up 
your games late at night, lest you 
disturb your neighbors. That's why 
you need a good gaming headset. 


Compatible with PlayStation 4, 
PC, and Mac, Razer's Kraken 7.1 
Chroma Surround Sound Gaming 
Headset ($99.99) not only delivers 
immersive, pitch-perfect sound 
that makes it sound like aliens 

are coming at you from all sides 
(they are), but the enhanced digital 
microphone ensures that your 
teammates will clearly hear you 
when you scream. 


As your dad probably said after 

you handed him the wrong type of 
screwdriver, you need the right tool for the 
right job. That's why, if you're a hardcore 
fan of MOBAs or MMOs, you need a Naga 
gaming mice. For those into the former 

or action-packed adventure games, 
Razer's Naga Hex MOBA/Action-RPG 
Gaming Mouse ($79.99) has six large 
mechanical thumb buttons as well as 
buttons made for mashing. On the other 
hand, MMO fans should opt for Razer's 
Naga Epic Wired/Wireless MMO Gaming 
Mouse ($129.99), since it has 17 buttons 
optimized for playing with others. 


We've all had that embarrassing 

moment when we're playing online and 
accidentally hit the Windows buttons on 
our keyboards. But you'll never make that 
mistake again with Razer's DeathStalker 
Essential Gaming Keyboard ($49.99). Not 
only does it feature fully programmable 
keys and on-the-fly macro recording, 

it's dedicated game mode deactivates 
the Windows key, ensuring you'll never 
look like a noob again. It even has Razer 
Synapse 2.0, which automatically updates 
the DeathStalker's drivers and firmware 
while saving your personal settings. 
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While it’s great that game consoles have wireless controllers 
with rechargeable batteries, those batteries still run out just 
when you're about to save the princess, beat the final boss, 
or win the Super Bowl. Good thing the nice folks at Nyko have 
got you covered. 

For PlayStation 4 fans, Nyko's Power Pak ($19.99) is an 
extended-life battery that easily snaps onto and recharges 
your DualShock 4, giving you twice the life. It also works great 
with the Modular Charge Station ($19.99), which can juice up 
two controllers at the same time, has LEDs to indicate if it's 
charged or still charging, and plugs into the system's USB 
port so you won't tie up another outlet. 

While the regular version of the Charge Station is black, 
Nyko's also releasing a white version ($24.99) to go with your 
new white PlayStation 4. 

But don't fret, Xbox fans. Nyko's Charge Station for the 
Xbox One ($29.99) does everything that the PS4 version 
does, but comes with two additional batteries so you can 
keep playing even longer. 


While a 3DS or Vita might be good for 
gaming on the go if you're going by bus, 
serious gamers taking serious trips need 
something more powerful. Good thing MSI's 
new gaming notebooks can handle the best 
PC games, no matter where you go. 

For performance, the GE Apache and GT 
Dominator gaming notebooks have 4th- 
Gen Intel Core i7 processors and NVIDIA 
GeForce GTX Mobile Graphics cards; 
however, the Dominator has more internal 
memory and is slightly faster. 

The GE Apache runs $1,299 to $1,399 for 
the 16-inch GE60, and $1,199 to $1,399 for 
the 17-inch GE70. The GT Dominator costs 
$1,499 to $2,399 for the 16-inch GT60, and 
$1,499 to $4,099 for the 17-inch GT70. 

If you're looking for something less 
beefy, MSI’s GS60 Ghost ($1,699 to $1,799) 
and GS70 Stealth ($1,899) notebooks also 
have 4th-Gen Intel Core i7 processors and 
NVIDIA GeForce GTX Mobile Graphics 
cards but come in casings that are light and 
super-thin. The Ghost has a 16-inch screen, 
while the Stealth’s is 17-inch. 
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SIMPLE THINGS 


Haven't you heard? It's 
The Xbox One is, first and foremost, a illegal for you to play a game 


video game console. But the nice thing without appropriately branded 
is that when you need to take a break accessories. If you want to 
from being a superhero or race-car : look cool playing The Sims 4, 
driver, you can use it to watch movies you should pick up the game's 


or TV. Doing that is decidedly easier mouse, headset, and mouse pad 
when you use Microsoft's new Xbox 1 | from SteelSeries. 


Media Remote ($24.99), which works 3 : "d | Start with The Sims 4 Gaming 
with the system’s streaming apps as Я : Headset ($39.99), a lightweight, 


well as its built-in Blu-ray player. It also oes a | comfortable, on-head set of 
has a dedicated button to access the | headphones powered by your 
OneGuide so you can see what's on 7 | PC’s USB port. Not only that, 


live TV, and it can even be programmed = they have an illuminated Sims 

to control your TV and home theater. Ems | Plumbob on the side that 
changes color depending on 
your Sims’ emotional state. This 
same color trick works with The 
Sims 4 Gaming Mouse ($29.99), 
which has six buttons and is 
ergonomically designed so you 
can play for a lifetime. Tying it 
all together is The Sims 4 QcK 
Mousepad ($14.99), which is 
12.5 inches by 10.6 inches and 
looks like a photo taken at a Sims 
house party, like the one you’re 
going to throw. 
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A warrior is only as good as his weapon. 
And any elite player needs an awesome 
keyboard-and-mouse setup, like the ones 
from Roccat that feature their exclusive 
Easy-Shift[+] tech, which allows every key 
to have two functions. You can't go 
wrong with any of the Ryos keyboards, 
including the Ryos MK ($99.99), which 
lets you store 500 macros for multiple 
games. If you're looking for something 

a little flashier, though, the MK Glow 
($139.99) is a regular MK keyboard with 
an adjustable blue backlight, while the 
MK Pro ($169.99) goes totally disco 

with programmable lights that you can 
set up for specific games. For a perfect 
complement to all three, try the Tyon 
Gaming Mouse ($99.99), which has 16 
programmable buttons, dual lighting 

on the lower rim and wheel, and a two-way 
analog stick that makes this mouse uniquely 
good for shooters. 


IN CONTROL OF WHAT I DO 
The Xbox 360 has been around for nine years and 
counting, so it's probably safe to assume the Xbox One 
will last just as long. While controllers don't have such 
longevity, it's not going to be a problem: Microsoft has 
a couple of cool controllers for the Xbox One, as 
well as a matching headset for one — all of which 
will make you feel like a real hero. 
For fans of Call of Duty: Advanced Warfare, 
Microsoft is releasing the Xbox One Limited 
Edition Call of Duty: Advanced Warfare 
Wireless Controller ($69.99). Inspired by the 
iconography of the game's Sentinel Task Force, 
it comes with a code to unlock something 
fun in-game — and, no, we're not telling you 
what. Meanwhile, the Xbox One Special Edition 
Armed Forces Wireless Controller ($64.99) is 
the same great controller you got with your 
Xbox One, but it features a green camo design. 
It'll look great next to the Xbox One Special 
Edition Armed Forces Stereo Headset ($89.99), 
a wired, over-the-head headphone and mic setup 
that plugs into any controller. 
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SHADOW OF MORDOR 


Walk mightily through Mordor 


iddle-earth: Shadow of Mordor director 

of design Michael de Plater knows 

the extensive lore of J.R.R. Tolkien's 

landmark works will draw players into 
Monolith Productions’ open-world action-adventure 
— but he knows that the game’s touted Nemesis 
system, which makes every encounter with hordes of 
Uruks a personal battle, will keep them there. 

“There’s never been a playtest we’ve done, even 
when things were rougher early on, where people didn’t 
call it out as the highlight of the game,” he says. “It’s 
different than anything people have played before. 

It's that personal motivation and satisfaction and lure 
of gathering information on the enemy, hunting them, 
and getting revenge. Every playtest, it's come up again 
and again as people's favorite thing. It was the most 
important feedback we got." 

What makes the Nemesis system special? Essen- 
tially, any Uruk enemy you encounter on the battlefield 
is a potential threat that could, theoretically, advance 
up the ranks to warchief after slaying you. Conversely, 
once you gain power, you can 
dominate even a warchief [1 1 
and have him at your beck 
and call. 

"There's a junction where 
you need to eliminate these 
particular warchiefs to draw 
out one of the Black Captains, 


which is one of the main boss fights," de Plater 
explains. "Later, you dominate a group of warchiefs to 
take into battle against enemies. People can, if they 
want, get lost for ages in the Nemesis system. Even 
after you've completed the story, you can continue to 
do that. When people play through the game multiple 
times, they say it actually gets better, because they 
see the possibility space of all the things you can do." 

And thanks to the powers of protagonist Talion, 

a valiant Ranger of Gondor possessed by the spirit 

of a legendary character from the annals of Tolkien, 
players can even climb on the back of a Graug, the 
apex predator of Mordor, and run roughshod over just 
about anything ... to a point. 

“The Graug is powerful, but he's a long way from 
being invulnerable,” says de Plater. “If you come up 
against a powerful warchief, they’re going to be able 
to bring him down. You can rampage pretty effec- 
tively, but axes will work against him, and hunters are 
quite effective against him. He’s more balanced than 
you might think.” 


J 


— MICHAEL DE PLATER, DIRECTOR OF DESIGN 


PERHAPS NO LITERARY fanbase is as protective of the source ma- 
terial than J.R.R. Tolkien devotees — that’s why the developers at 
Monolith Productions knew they had to craft something respectful 
that players would embrace. Bringing to the story the legendary 
Elven blacksmith Celebrimbor — a character who can legitimately 
go toe-to-toe with the Dark Lord Sauron — helped win over scores 


of skeptics. 

“On balance, the reaction from Tolkien fans has been great,” di- 
rector of design Michael de Plater says. “In terms of the themes, in 
terms of the authenticity, in terms of the powers you have, every- 
thing makes sense. If people go in knowing who Celebrimbor is, 
then the twists and turns our story takes mean so much, because 
they know how important and how meaningful he is.” 
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SUPER SMASH BROS. 


For fun, for glory 


intendo was founded in Kyoto, Japan, 

in 1889 and has been in the video game 

business since the 1970s — a staggering 

length of time for a company to survive, 
let alone thrive, the way the Big N has in this industry. 
Because of that longevity, Nintendo’s lineup of 
iconic characters dwarfs anything else in the world 
of gaming. We're talking Mario, Donkey Kong, 
Pikachu, Link, Kirby, and Samus, not to mention 
the memorable crew of supporting players and the 
dozens of other franchises Nintendo has under its 
belt. 

What better way to celebrate that success than 
by letting dozens of Nintendo characters throw down 
on the field of battle? That's where Super Smash 
Bros. comes in. The new Wii U and 3DS versions 
of the game are the fourth iteration of the franchise, 
which debuted in 1999 on the Nintendo 64. Since 
then, the game and its follow-ups — Super Smash 
Bros: Melee on the GameCube and SSB: Brawl on 
the Wii — have garnered a 
fanatical following among 
gamers. While many fighting 
games can be inaccessible 
to novices, Smash Bros. 


manages to streamline the experience in a way that 
everyone can enjoy without sacrificing depth, making 
it a game that's just as fun to play in a competitive 
tournament as when you're kicking back on the couch 
with three friends. 

This latest iteration keeps that balance intact 
while simultaneously expanding on just about every 
aspect of the experience. Both versions run at a full 
60 frames per second, making the combat smoother 
and easier to control than ever. They feature more 
stages, items, and collectible trophies gathered 
from Nintendo's vast catalogue, and the roster is the 
biggest and most diverse yet. Newcomers include the 
Trainer from Wii Fit, the Villager from Animal Crossing, 
and customizable fighters based on your Miis. Special 
guests from non-Nintendo franchises also appear, 
meaning you can finally settle one age-old debate 
with a four-way showdown between Mario, Sonic, 
Mega Man, and Pac-Man. How's that for a little slice 
of gaming history? 


This latest iteration keeps that balance intact 
while simultaneously expanding on just about 
every aspect of the experience. 
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GIVEN THAT THE 30$ and Wii U releases of Super Smash Bros. 
share the same roster of characters and the same core gameplay, 
you might wonder if there are any differences between the two. 
Obviously, the 3DS version is portable and takes advantage of the 
handheld's stereoscopic 3D functionality. It's also got a slightly 
different, cel-shaded graphical style. The Wii U version, on the 
other hand, supports full 1080p HD visuals and multiplayer on 

a single console. While some stages are shared between both 
games, each version has a few that are exclusive. The biggest 
difference might be the 3DS-exclusive Smash Run mode, which 
puts four players in a side-scrolling platforming experience where 
they take down enemies to level up their skills, then go into a final 
showdown against each other. 
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BORDERLANDS: 
THE PRE-SEQUEL 


Before Jack was handsome 


he best villains have interesting, complicat- 

ed origin stories. They're baddies in name 

only; as characters, they exist among the 

multitudinous shades of gray. To simply be 
evil, to have been born evil, is boring. By Borderlands 
2, Handsome Jack may have come to be a villain, but 
at some point, he was just a misguided fool. Border- 
lands: The Pre-Sequel is that fool's tale. 

Set, as the clever subtitle no doubt communicates, 
between the original Borderlands and its sequel, The 
Pre-Sequel is the story of Jack's escape from exile 
on Pandora's moon, Elpis, and rise to power at shady 
megacorp Hyperion. To this end, Jack recruits the 
aid of four familiar Vault Hunters, who are playable 
for the first time: Athena the Gladiator, whose shield 
absorbs damage and then can be flung Captain 
America-style at a string of enemies; Nisha the 
Lawbringer, a gun-toting lunatic with heart-shaped 
feelings for Jack; Claptrap the Fragtrap, who needs 
not an introduction but, rather, warning labels; and 
Wilhelm the Enforcer, whose hobbies include replac- 
ing biological body parts with cybernetic upgrades to 
become more bosslike in appearance. 

The bulk of Borderlands: The Pre-Sequel is familiar 
territory — lots of loot, off-the-wall enemy encounters, 
and unhinged NPCs all itching to have you commit 


organic damage or suffer your own. Fortunately, Pan- 
dora and its singular satellite are worlds abundantly 
stocked with an alarming amount of weapons and 
ammo. You'll find no shortage of Freud-approved 
elements to shoot in The Pre-Sequel, naturally, but 
the game does bring a few new trinkets to the table 
— namely, laser guns and cryo-weapons. The former 
include firearms that launch Star Wars-style blaster 
bolts, as well as sustained energy beams that melt 
moonmen to slag. The latter, as the prefix "cryo-" 
connotes, reduce enemies to ice sculptures ready for 
shattering. 

If hardware doesn't do it for you, a slate of worthy 
gameplay tweaks includes a slightly less insistent 
tug from gravity. It's not quite analogous to our own 
moon's 0.1654 g, but Elpis is certainly a lot lighter 
than its gravitational parent, so characters are capable 
of jumping higher, farther, and generally more ellipti- 
cally than ever before. This also allows booster-pro- 
pelled drops from a jump's apex for gravity slams. 

Still not satisfied? Well, let's circle back to the 
whole playable Claptrap thing. His Action Skill is a 
form of malware capable of transforming him into a 
pirate ship that fires an excessive number of cannons 
while playing the 1812 Overture. It's as insane as it 
sounds. 
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TANGO GAMEWORKS 


PLATFORMS: 
XBOX ONE, PS4, 360, PS3, PC 


RELEASE DATE: 
10.14.2014 


THE EVIL WITHIN 


Primal Scream 


ew people know as much about making 

scary games as Shinji Mikami. He’s the man 

responsible for creating Resident Evil, the 

franchise that essentially established many 
conventions of the modern survival-horror genre 
when it debuted in 1996 on the PlayStation. Now 
he’s back doing what he does best with The Evil 
Within, attempting to return the genre to its roots: 
limited resources, terrifying enemies, and a sense 
of danger that’s every bit as psychological as it is 
physical. 

The Evil Within puts players in the role of Sebastian 
Castellanos, a hard-boiled police detective who 
encounters a supernatural force while investigating 
a mass murder and finds himself trapped in a surreal 
world full of unsettling sights, unspeakable horrors, 
and deadly monsters. With an all-star voice cast that 
includes Jackie Earle Haley (Watchmen) and Jennifer 
Carpenter (Dexter), the game has the potential to 
deliver an strong, suspenseful narrative to match the 
terrifying gameplay. 

As he works his way back toward sanity, Sebastian 
fights off enemies with a variety of weapons, including 
shotguns, revolvers, and a signature weapon known 
as the Agony Crossbow, which fires a variety of 


To keep things even more tense, 
the enemies Sebastian kills 
won't stay dead forever. 


bolts that deal devastating elemental damage to 
opponents. Keeping true to old-school survival-horror, 
ammo is incredibly scarce, meaning that your top 
priority will be scrounging every room for resources 
to have any hope of survival. Making the situation 
even more tense, the enemies Sebastian kills won't 
stay dead forever unless he burns the bodies using 
matches, an equally difficult resource to come by. 
That can make solving the game's many intricate 
puzzles — another one of Mikami's signatures 

— much more stressful than just figuring out the 
solution, since it's much harder to simply clear out an 
entire area of enemies and feel like you've got room 
to breathe. 

Despite its punishing retro nature, however, The 
Evil Within does feature a few modern conveniences. 
There's a full crafting system that allows Sebastian 
to dismantle traps and collect parts off of fallen 
enemies, then use them to build more bolts for the 
Agony Crossbow. There's also an upgrade system 
that improves Sebastian's abilities, allowing him, for 
example, to shoot more accurately with a particular 
weapon or sprint farther — though you'll need to keep 
your eye out for the vials of green gel that serve as the 
upgrade currency. 

Whether you're a fan of the classic Resident Evil 
games and are eager to see Mikami try his hand at 
modernizing the formula or a horror novice in the 
mood for a good scare, The Evil Within should have 
plenty of thrills to offer. 
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PUBLISHER: 
2K SPORTS 


DEVELOPER: 
YUKE'S, VISUAL CONCEPTS 


PLATFORMS: 
XBOX ONE, PS4, 360, PS3 


RELEASE DATE: 
10.28.2014 (360, PS3) 
11.18.2014 (XBOX ONE, PS4) 
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WWE 2К15 


Bow down to the king 


ast year's late acquisition of the WWE fran- 

chise didn't allow for 2K's Visual Concepts 

to have much input into WWE 2K14, but 

this year's effort is a truly collaborative 
venture with longtime franchise developer Yuke's. 
The combination means WWE 2K15 will still include 
many fan-favorite features for which Yuke's has 
always been known, such as in-depth character cus- 
tomization and WWE Universe mode. Several new 
options and engine upgrades from Visual Concepts, 
however, look to elevate the franchise to the level of 
the celebrated NBA 2K series. 

The biggest change is the debut of MyCareer 
mode, in which you create your own superstar and 
train him or her at the WWE's Full Sail facilities in 
Florida before wrestling your way up the ranks in 
the company's developmental territory, NXT. With 
any luck, you'll move on to become a mid-carder on 
RAW, start wrestling for lesser belts like the United 
States Championship, then start headlining pay-per- 
views as you go for more glorious gold — all in the 
hopes of one day having a career worthy of the WWE 
Hall of Fame 

Besides this, WWE 2K15 will feature 2K Show- 
case, a new 
single-player story 
mode following 
in the footsteps 
of recent WWE 


gaming iterations, which recalled the Monday Night 
Wars and the Attitude Era. This year's version allows 
players to relive some of the WWE's greatest rival- 
ries, such as John Cena’s heated feud with CM Punk 
from 2011 to 2013, and Triple H's throwdown with 
Shawn Michaels from 2002 to 2004, with real-life 
interviews and archival footage setting up each and 
every critical match. 

New modes aren't the only upgrades in WWE 
2K15. Since this is the franchise's first entry on new- 
gen hardware, realistic visuals jump off the screen, 
and the divide between the digital and real life isn't 
nearly as large as before. Revamped gameplay sys- 
tems include a rock-paper-scissors-style grappling 
system to dictate a match like the real wrestlers do 
in the ring, and a stamina meter to make each move 
more strategic also prevents contests from degrad- 
ing into epic button-mashing. Now, wrestlers don't 
stand up immediately after being slammed down. 

Whether you're a longtime fan of the WWE 
franchise or a newcomer just getting into wrestling, 
there's no doubt that WWE 2K15 looks to set a new 
bar for the series and declare that business is about 
to pick up on the new generation of consoles. 


Revamped gameplay systems include a rock-paper- 
scissors-style grappling system to dictate a match 
like the real wrestlers do in the ring ... 
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PUBLISHER: 
ВАМОА! NAMCO 


DEVELOPER: 
DECK13 INTERACTIVE, Cl GAMES 


PLATFORMS: 
XBOX ONE, PS4, PC 


RELEASE DATE: 
10.28.2014 


LORDS OF THE FALLEN 


Tattoo You 


ords of the Fallen executive producer 

Tomasz Gop is a straight shooter. He freely 

admits that his game is taking aim at the 

substantial number of players who enjoy the 
take-no-prisoners challenge of Dark Souls — those 
who want to earn their stripes in a hack-and-slash, 
action-role-playing game. 

“The challenge level in this game is quite high — 
I'm not going to lie,” he says. “But we don’t want to 
be the type of game that obscures information from 
the player, so we try to explain things, especially for 
those who want to learn them.” 

That's why the developers behind the game at 
Poland-based С! Games know that they need to 
make things accessible to two distinct types of 
players: those who won't shy away from a hardcore 
challenge, and those more interested in carefully 
exploring the world and uncovering the story of 
Harkyn, a criminal whose sins are written, literally, on 
his face as tattoos. 

“Most of our tutorials don't take control away 
from the player — they're usually extra text on the 


out more about the world, there are also audiologs 
scattered throughout the game." 

The action itself will be somewhat customizable, 
as you can outfit Harkyn as an armor-heavy warrior 
or as a finely tuned fighter who uses guile as much as 
brute force. At the start of the game, you can choose 
between three types of magic abilities that allow you 
shape the experience to your liking: Clerical powers 
focus on regeneration; Warrior spells are about 
delivering potent damage; and Rogue talents grant 
the element of stealth. 

Despite the considerable challenge he knows his 
team's game will offer, Gop doesn't want players to 
get discouraged if they find themselves perishing 
again and again at the hands of a seemingly 
unstoppable foe. 

*| don't want people to look at dying in this game 
as a failure, because that's not what it's about," Gop 
says. "It's a learning process. We want the player 
to grow with each battle, observe the enemy, and 
discover new ways to succeed.” 


bottom of the screen, such as indicating an enemy [1 1 The challenge level in this game is 


is blind," Gop says. "In the world itself and the 
storyline, the most important things are told to you 
in conversations. But for players who want to find 


quite high — I’m not going to lie. JJ 


— TOMASZ GOP, EXECUTIVE PRODUCER 
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You are challenged by 
Elite Four Phoebe! 


PUBLISHER: 
NINTENDO 


DEVELOPER: 
GAME FREAK 


PLATFORMS: 
30$ 


RELEASE DATE: 
11.21.2014 


It’s also likely that players will be able to battle X and У and 
other Omega Ruby and Alpha Sapphire owners via a similar 
method from X and Y by using the 3DS’ bottom screen. 
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POKEMON ALPHA SAPPHIRE 
AND OMEGA RUBY 


Primal Scream 


fter 12 years — and with rumors of a 

remake swirling since the launch of X and 

Y — players will finally get the chance 

to return to the Pokémon games that 
introduced us to the Hoenn region and its legendary 
Pokémon: Groudon and Kyogre. Alpha Sapphire 
and Omega Ruby are more than just remakes, 
though. They're entire reimaginings of these classic 
Pokémon adventures. 

Taking advantage of the technology that brought 
the world of Pokémon X and Y to life, Alpha Sapphire 
and Omega Ruby will present the Hoenn region 
entirely in 3D and give players the same camera 
angles that X and Y did so they can take in all the 
details they were never able to see before. That's 
something you'll definitely need when Teams Magma 
and Aqua once again make their appearance. 

The graphics aren't the only element to see 
an upgrade, though. So, too, will the Pokémon 
themselves. Special Mega Evolution stones not 


featured in X and Y can be found throughout Hoenn, 
including ones for Sceptile and Swampert, but you'll 
come across many more beyond just them. 

Whether or not Pokémon from X and Y can join 
you in Alpha Sapphire and Omega Ruby has yet to be 
confirmed, but considering the nature of the app, it's a 
possible feature. It's also likely that players will be able 
to battle X and Y and other Omega Ruby and Alpha 
Sapphire owners via a similar method from X and Y by 
using the 3DS' bottom screen. No more forced trips to 
the Pokémon Centers like in the old days. 

A new feature, Primal Reversion, will be introduced 
in Alpha Sapphire and Omega Ruby. Similar to Mega 
Evolutions, Primal Reversion will bring about a new, 
more powerful form for many Pokémon — including 
the legendary Groudon and Kyogre. How exactly 
these forms can be accessed, though, has yet to be 
Seen. 

Whether you're a returning fan who played the 
original Sapphire and Ruby 12 years ago or a more 
recent Pokémon convert looking for a chance to 
explore and experience one of the best adventures in 
the franchise, Pokémon Alpha Sapphire and Omega 
Ruby are must-haves for all potential trainers still 
obsessed with catching 'em all. 


Let's get down to the kind of battle that can 
happen only here in the Pokémon League! 
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Now, would you kindly demonstrate 
how you battle with your Pokémon? Г 
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TT GAMES 


XBOX ONE, PS4, WII U, 
360, PS3, 3DS, VITA, PC 


11.11.2014 
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LEGO BATMAN 3: 
BEYOND GOTHAM 


Space ... Batman’s final frontier 


his year marks the 75th anniversary of 

Batman, and as part of the celebration, 

developer TT Games has blown the roof off 

its über-popular LEGO Batman series — by 
heading into space. 

Brainiac has acquired a collection of Lantern 
Rings that allows him to shrink and capture 
buildings, cities, and even entire planets. Now 
Batman must lead the world's greatest heroes and 
its most nefarious villains on an adventure to stop 
Brainiac and save the world. 

Players can unlock more than 150 characters from 
across the DC Universe, including fantastic 75th- 
anniversary versions of Batman and his gang, while 
exploring some of the most famous locations from the 
character's history, including the Batcave, the Hall of 
Justice, and even the Justice League Watchtower. 

With each new LEGO game, TT Games finds new 
ways to mix things up. One of the most effective? 
Introducing big figures. When Cyborg or Solomon 
Grundy rear back, they're 
bound to be more destructive 
than your average Minifig. 

Along with a wider array of 
abilities for all the heroes, 


this adds variety and makes many puzzles more 
challenging. Most exciting, this game is the first to 
feature flying big figures. 

And it's not all about breaking bricks anymore. 
LEGO Batman 3 introduces all-new gameplay in 
sequences that play like an old-school arcade 
Space shooter: shoot, fly, and dodge, all while 
snagging power-ups. It's a great way to break up the 
platforming. 

Still, everything comes back to the bricks, and 
its wide range of environments makes this the least 
repetitive LEGO entry ever. TT Games had so many 
ideas for this game that, for the first time in the 
series, the developer will offer a Season Pass of 
downloadable content. Warner Bros. has already 
announced DLC based on The Dark Knight and Man of 
Steel, and a special Batman 75th-anniversary level. 

LEGO Batman 3: Beyond Gotham is undoubtedly 
the most evolved LEGO game yet, and fans of the 
series would be bat-brains to miss out on this one. 


LEGO BATMAN 3 is chock-full of great DC characters, but 
what's life without a bit of the offbeat? In addition to the 
usual members of the Justice League and other well-known 
DC stalwarts, there are plenty of wacky and unusual char- 
acters, too. Here are some of our favorites. 


BAT-MITE 

In the early '60s, Bat-Mite was a thorn in Batman’s side. An 
imp from an alternate dimension, he idolizes Batman but 
has a tendency to get in the way. 


KRYPTO THE SUPERDOG 


Yes, Superman has a dog. Jor-El put Kal-El’s boyhood pet in 
a test rocket that drifted off course and eventually landed 
on Earth to reunite with his grown-up master. 


MAN-BAT 

He's like Spider-Man, only evil. No, Man-Bat is actually a 
scientist who invented a serum he hoped would reverse his 
deafness. Instead, he turned into a bat. 


MR. MXYZPTLK 

Like Bat-Mite, Mr. Mxyzptlk wants nothing more than to 
thwart Superman's superdeeds. Apparently, life is boring in 
other dimensions — and annoying superheroes is fun. 


ADAM WEST 

Bat-fans know West from his iconic portrayal of Batman in 
the campy '60s TV show. Now you can play as West himself 
and enjoy his bricktastic voice work. 
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PUBLISHER: 
ACTIVISION 


DEVELOPER: 
SLEDGEHAMMER GAMES 


PLATFORMS: 
XBOX ONE, PS4, 360, PS3, PC 


RELEASE DATE: 
11.04.2014 


CALL OF DUTY: 


ADVANCED WARFARE 


In the year 2054 ... 


he Call of Duty franchise has known only 

two main developers, Infinity Ward and 

Treyarch, in its decade of shooter domi- 

nance. Activision shook things up for the 
new generation of consoles, however, and brought 
Sledgehammer Games (co-developers of Modern 
Warfare 3) to the forefront for Call of Duty: Advanced 
Warfare. Set 40 years in the future, Advanced Warfare 
takes the gritty realism found in the Modern Warfare 
series and adds in enough new tech to make fans of 
sci-fi shooters happy. 

Instead of a traditional HUD, the game includes 
holograms, while armor is replaced by Exoskeletons. 
Meanwhile, new vehicles such as hoverbikes and 
“spider” tanks make appearances. This leap in time 
and space allows Sledgehammer to create both sto- 
ry and gameplay like no Call of Duty before it, while 


bringing up a number of issues that should resonate 
in today’s culture, particularly regarding the role of 
private military corporations. 

One such fictional company, Atlas Corporation, is 
at the center of the game. Its CEO, Jonathan Irons, 
is played by none other than a motion-captured 
Kevin Spacey, adding a nice injection of star power. 
Still, at its heart, Advanced Warfare is a shooter, and 
Sledgehammer has gone to great lengths to balance 
both the single- and multiplayer portions, even 
including a remake of the “Pipeline” map (known 
here as “Atlas Gorge”) from COD4 for those who 
pre-order. Best of all, with a third lead developer 
working on the franchise, each Call of Duty should 
now receive a three-year development cycle, making 
each installment that much more polished going 
forward. 
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XBOX ONE, PS4, 
360, PS3, PC 


11.18.2014 
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А sky-high adventure 


nyone who played 2012’s Far Cry 3 

will recognize many of the basics that 

underlie this anticipated sequel from 

Ubisoft Montreal. You're dropped into a 
harsh, unforgiving wilderness, surrounded by hos- 
tile wildlife and enemy soldiers, and forced to use 
every skill in your first-person-shooter repertoire 
to survive. 

The big hook comes in the form of a new set- 
ting: the fictional Himalayan country of Kyrat. The 
Himalayas not only provide a backdrop that's dras- 
tically different from the standard videogame fare, 
but add verticality to the map — huge, towering 
mountains of it. That means many more chances 


to take advantage of the returning wingsuit, as well 
as brand-new gadgets like the grappling hook and 
two-man helicopter. 

Of course, any Far Cry game worth its salt has a 
strong story to tell, too, and Far Cry 4 has the mak- 
ings of greatness on that front. Players take control 
of Ajay Ghale, a Kyrat native who's returning to 
the country after a long absence to discover that a 
madman has taken over and declared himself king. 
That villain, Pagan Min, has the potential to be as 
iconic and memorable as Far Cry 3's Vaas, thanks 
to a virtuoso performance from the protean Troy 
Baker, the man behind The Last of Us' Joel and 
Infamous: Second Son's Delsin Rowe. 
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XBOX ONE, PS4, PC 
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ASSASSIN’S CREED UNITY 


A stealthy revolution 


he first true Assassin's Creed expe- 
rience developed solely for the new 
generation of consoles, Unity takes 
place during the French Revolution in 


the late 18th century. Players control Arno Dorian, 


a rebellious, selfish loner who will find himself 
when he takes up a cause and a creed. 

Set around iconic landmarks such as Notre 
Dame Cathedral and a re-created Bastille, Unity's 
Paris is far and away the largest city ever con- 
structed for the series, with eight different, dis- 
tinct districts and an entire maze of underground 
catacombs and passages for Arno to explore and 
utilize as he uses their shadows to his advantage. 

In regards to gameplay, Arno's parkour is the 


smoothest yet in the franchise. He can fluidly run 
around and along walls, and doesn't need a con- 
veniently placed haystack to get from the top of 
a tower to the ground below. Arno can even duck 
inside buildings to escape his enemies. Unity also 
introduces co-op side missions to the campaign, 
allowing you to create your own personal broth- 
erhood with your friends, where teamwork and 
strategy will lead to huge rewards. 

Arno also wields a variety of new firearms, 
along with the series' iconic hidden blades, on 
his mission to rid France of its corrupt hierarchy 
—and brings his own special Reign of Terror to a 
world that will have Assassin's Creed fans shout- 
ing "Vive la révolution!" by the time it's over. 


UBISOFT 


UBISOFT SOFIA 


360, PS3 


11.11.2014 


ASSASSIN’S CREED ROGUE 


The other side of history 


bisoft wants to give players a new per- 

spective on this history-hopping franchise's 

Assassin-Templar war, so for the first time, 

the primary character in an Assassin's Creed 
game is a Templar. Set in the mid-to-late 18th century, 
Rogue players navigate the icy waters of the North 
Atlantic with the seafaring gameplay introduced in 
Assassin's Creed IlI and that defined Assassin's Creed 
IV: Black Flag. 

Assassin-turned-Templar protagonist Shay Cormac 
captains the Morrigan and controls a fleet much like 
Edward Kenway did in Black Flag. New seafaring 
obstacles include blasting away at icebergs with your 
forward cannons, and — while you can still board 


enemy ships to capture them and use their resourc- 
es — being wary of getting boarded yourself. New 
weapons, such as burning oil slicks, help even the 
odds as you try to hinder the Assassins. 

When you're not on the Morrigan, New York City 
is your port of call and serves as your headquarters 
while you try to further the Templar cause. Since New 
York's such a huge Templar hub, familiar faces such 
as Haytham Kenway will join you on occasion to carry 
out the commands of the Order. 

With a new ship, a new region to sail, and a new 
perspective on the series' classic conflict, Assassin's 
Creed Rogue looks like it'll show us that, sometimes, 
it’s good to be bad. 
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PUBLISHER: 
MICROSOFT STUDIOS 


DEVELOPER: 
PLAYGROUND GAMES (XBOX ONE), 
SUMO DIGITAL (XBOX 360) 


PLATFORMS: 
XBOX ONE, 360 


RELEASE DATE: 
09.30.2014 


FORZA HORIZON 2 


European Vacation 


onsidering the Forza franchise built its rep- 
utation on true-to-life re-creations of tracks, 
obsessively modeled cars, and a driving 
experience realistic enough to please the 
strictest of simulation fans, it was surprising that 
its more arcadey spin-off, Forza Horizon, was such 
a blast when it launched in 2012. Now Playground 
Games is back to take open-world driving to new 
heights — and new locales — with Forza Horizon 2. 
Like the first game, Horizon 2 is set during the 
eponymous music and racing festival, but the action 
has moved from the high plains and mountains of 
Colorado to the varied and exotic roads of southern 
Europe. You'll speed down cobblestone streets and 


winding cliff-huggers that look like something out of 
a James Bond chase scene, all with the same ac- 
cessible-but-challenging handling that made Horizon 
such fun. 

With the addition of Forza 5's Drivatar system, 
there's no longer any risk of being bored by your op- 
ponents. Your rivals now model the driving behavior 
of real players out in the world, thanks to adaptive 
Al that learns from how they play and where they 
drive in the open world. They can even lead you to 
Secrets you haven't discovered yet, so keep an eye 
out for your friends' Drivatars while you're tearing up 
the game's stunning rendition of the gorgeous Italian 
countryside. 
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PUBLISHER: 
SONY COMPUTER 
ENTERTAINMENT 


DEVELOPER: 
EVOLUTION STUDIOS 


PLATFORMS: 
PS4 


RELEASE DATE: 
10.07.2014 


DRIVECLUB 


Social Circuit 


ure, it may have its share of stunningly 
modeled supercars and beautifully cap- 
tured engine roars, but Driveclub isn’t your 
typical racing game. Developer Evolution 
Studios, best known for its previous work on the 
MotorStorm franchise, decided it wanted to build a 
driving game that put the social experience at the 
very center. Rather than simply asking you to race 
against Al opponents to see if you can nab a place 
on the podium, Driveciub wants you to team up with 
your friends to form a club and fight your way to the 
top. Every one of your successes, whether you're 
alongside your fellow club members or not, will 


contribute to their overall fame and allow you to rise 
above the other clubs. 

As you might expect, given Evolution's pedigree, 
the driving experience has plenty to offer as well. 
Tracks offer a full day-night cycle with dynamic 
lighting and weather effects, including rain and snow. 
The handling model sits between a full arcade racer 
and simulation, so Driveclub will offer a challenge to 
diehard gearheads without alienating more casual 
players. And with a free version of the game avail- 
able to PlayStation Plus members, there's bound to 
be a huge community of racers to team up with or 
take on head-to-head. 


(ver 
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PUBLISHER: 
ELECTRONIC ARTS 


DEVELOPER: 
BIOWARE 


PLATFORMS: 
XBOX ONE, PS4, 360, PS3, PC 


RELEASE DATE: 
11.18.2014 
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DRAGON AGE: INQUISITION 


Where are your dragons? Right here! 


he third entry in BioWare's flagship fantasy 
series is easily the biggest yet. It seems as 
though half the design team had “bigger is 
better" taped to their work monitors while 
building Dragon Age: Inquisition, because the senti- 
ment seems applicable to every aspect of the game. 
For one, the world is way, way huge — just the 
hugest, compared to its predecessors. Dragon Age: 
Origins and Dragon Age II's largest environments are 
said to fit comfortably within some of Inquisition's 
moderately sized ones, and that epic fantasy sense of 
scale and scope becomes immediately apparent once 
you're in the world. 
But "bigger" doesn't stop at the size of mountains 
and the span of valleys. A greater number of customi- 


zation options means players get to put their personal 
stamp on their Inquisitors without restriction. Combat 
caters to both lovers of real-time action and fans of 
meticulous, strategic planning — or both, since you 
can switch between the two on the fly. Even the story 
at the heart of Inquisition is a massive series of larger 
and larger concentric circles, each enveloping the 
other with greater stakes. If it weren't enough that the 
Circle of Magi and Templar Order are causing a fuss, 
a civil war is tearing apart the kingdom of Ferelden's 
neighbor, the Orlesian Empire. And on top of all that, 
something's gone and torn a hole in the Veil separat- 
ing the physical world from the demon-infested Fade. 
When it comes to videogames, this is the height of 
high fantasy. 


SEGA 


THE CREATIVE ASSEMBLY 


XBOX ONE, PS4, 
360, PS3, PC 


10.07.2014 


ALIEN: ISOLATION 


Get frightened like it's 1979 


ith Alien: Isolation, developers at The 

Creative Assembly set out to deliver 

on a promise so simple, so straightfor- 

ward, the fact that it's never even been 
attempted in all the years of Alien-branded games is 
mind-boggling. 

That simple goal? Putting players in the shoes of 
Ripley and asking them to survive the unrelenting, 
unhuman pursuit of a lone, hulking Alien. No pulse 
rifles, no conveniently placed ammunition in excess — 
just red-blooded ingenuity against an acid-blooded, 
feral unknowable. 

Similar to the original 1979 classic movie, Alien: 
Isolation is defined not by what it tries to pack in, but 
rather what it deprives players of. As is best suited for 
an Alien game adaptation, Isolation is a first-person 
survival-horror stealth experience. That means more 


time spent shut inside lockers, holding your breath in 
a desperate panic until your vision starts to blur from 
the lack of oxygen to your brain, in place of any oorah 
Alien onslaught. 

Beyond the visceral appeal of playing cat-and- 
mouse with something biologically predisposed to rip 
humans in half, beyond the much-desired subver- 
Sion of empowerment expectations (something that 
robs many modern games of any challenge), Alien: 
Isolation represents more than a simple fan service 
or homage. It's a shrine built in deference to the film 
that started it all, right down to the same “low-fi sci-fi” 
design and aesthetic, with clunky analog technol- 
ogy and pathetically limited monochrome monitors 
lifted straight from the late '70s. The end result is an 
immensely satisfying return to form: Aliens are once 
again scary. 
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PUBLISHER: 
MICROSOFT STUDIOS 


DEVELOPER: 
INSOMNIAC GAMES 


PLATFORMS: 
XBOX ONE 


RELEASE DATE: 
10.29.2014 


SUNSET OVERDRIVE 


Cola wars taken to the extreme 


ot unlike the concentrated dose of extreme, 
orange-blasted energy found in a bottle of 
the fictional beverage Overcharge Delirium 
XT, Sunset Overdrive itself is a focused 
expression of Insomniac's two decades of distinctive 
developmental style. Rife with irreverent humor, a 
tongue-in-cheek punk attitude, and a mad scientist's 
approach to weapon design, Sunset Overdrive is a 
post-apocalyptic house party — only the house is a 
whole city, you're allowed to climb on the furniture, and 
most of the partygoers have turned into monsters. 
Before jumping into the neon-tinted fray and letting 
loose the bizarre arsenal that includes something called 
the "High Fidelity," a firearm that flings vinyl records — 


which, of course, play a tune from their tracklist while 
cutting through the air — the first order of business is 
creating your own form of self-expression 

Character customization in Sunset Overdrive is 
exceptionally deep, allowing players to put themselves 
in the game however they want — as a punk rocker, a 
cheerleader, a combination of the two, a panda bear, 
or whatever. After that, it's a hot time in the old town 
when you hit the open world with acrobatic aplomb. 
This emphasis on agility ditches hiding behind cover 
in favor of getting up close and personal with mobs 
of mutants, coming at them by zipline and grind-rail, 
by bouncy awning and umbrella, and just about every 
other traversable surface. 
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PUBLISHER: 
MICROSOFT STUDIOS 


DEVELOPER: 
343 INDUSTRIES 


PLATFORMS: 
XBOX ONE 


RELEASE DATE: 
11.11.2014 


HALO: THE MASTER 
CHIEF COLLECTION 


Hail to the Chief 


ne of the most exciting releases this hol- 

iday season might be one you've already 

played. Sure, the four games included in 

Halo: The Master Chief Collection — Halo: 
Combat Evolved, Halo 2, Halo 3, and Halo 4 — aren't 
new, but there's something cool about the prospect of 
playing through more than a decade's worth of one of 
gaming's biggest franchises on a single console and 
a single disc. 

What makes the collection even more promising is 
developer 343 Industries' reverence for the originals. 
Each game plays out exactly as it did on release, 
albeit at 1080p resolution and 60 frames per second 
with improved lighting. You'll even be able to play 
every multiplayer mode and map that was available in 
each game (including all downloadable content), run- 


ning in the original engine. In other words, your online 
matches on Blood Gulch will feel exactly as they did 
back at those LAN parties in 2001, and dual-wielding 
SMGs on Lockout will be just as much fun as it was 
back in Halo 2. 

And speaking of Master Chief's second adventure, 
The Master Chief Collection's Halo 2 gets an extra 
dose of love in celebration of its 10-year anniversary, 
with remastered textures and models. It's the same 
treatment Combat Evolved received in 2011 with Halo: 
Anniversary, taken to a new level by the Xbox One's 
added graphical horsepower. 

All in all, The Master Chief Collection should be 
a fitting tribute to one of gaming's biggest icons — 
and a great way to get yourself pumped for Halo 5: 
Guardians. 
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PUBLISHER: 
DEEP SILVER 


DEVELOPER: 
FATSHARK 


PLATFORMS: 
360, PS3, PC 


RELEASE DATE: 
11.18.2014 


ESCAPE DEAD ISLAND 


Island fever 


ext year, Dead Island 2 will give players the 

chance to experience more of the high-oc- 

tane, zombie-disemboweling, hack-n-slash 

action that the franchise's fans have come 
to know and love. But this fall, Deep Silver teams up 
with Swedish developer Fatshark to expand its undead 
universe in Escape Dead Island. 

A lower-key, higher-stakes take on the zombie 
apocalypse, Escape Dead Island puts you in the shoes 
of Cliff Calo as he sets out to film a documentary about 
the outbreak on the tropical island of Narapela. Unlike 
protagonists in the previous games, Cliff isn't immune 
to the zombie virus, so he can't run into a group of the 
undead while swinging a sledgehammer and hope to 


come out unscathed. Instead, he'll have to use stealth, 
observation, and clever tactics to survive, choosing his 
combat confrontations carefully. 

With a greater emphasis on storytelling, Escape 
Dead Island also attempts to bridge the gap between 
the first two Dead Island entries and their upcoming 
sequel, exploring in greater depth the origins of the 
zombie outbreak and possibly even explaining how 
it made the leap from the South Pacific to the United 
States. During his search, Cliff will also run into a few 
familiar faces; we've already seen glimpses of him 
talking with the saucy swordstress Xian Mei. Who 
knows what other surprises Narapela may have in 
store? 
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DISNEY INFINITY: MARVEL 
SUPER HEROES (2.0 EDITION) 


Strap on your spandex 


DISNEY INTERACTIVE 
STUDIOS 


AVALANCHE SOFTWARE 


XBOX ONE, PS4, WII U, 
360, PS3 (VITA, PC VER- 
SIONS COMING IN 2015) 


09.23.2014 


SKYLANDERS: TRAP TEAM 


Set a trap for fun 


ACTIVISION 


TOYS FOR BOB 


XBOX ONE, PS4, WII U, 
360, PS3, WII, 305 


10.05.2014 


he one thing missing in the whole toys-to-videog- 

ames frenzy? Superheroes. (Sorry, The Incredibles 

characters don't really count.) Now, Disney Infinity: 

Marvel Super Heroes (2.0 Edition) brings to the 
platform more than enough muscle, powers, and spandex to 
appease the comic-book crowd. As with last year’s original, 
2.0 Edition features two distinct parts: Play Sets and the Toy 
Box. The new Play Sets are based on The Avengers (which 
comes with the Starter Pack), Spider-Man, and Guardians of 
the Galaxy. Some characters, such as Iron Man and Rocket 
Raccoon, can even cross over into other Play Sets and keep 
the fun going. 


he Skylanders series was the first to bring toys to 

life in a mainstream videogame. Now, returning 

developer Toys for Bob (the franchise's original 

studio) is the first to bring characters from the 
screen and into your living room. Skylanders: Trap Team re- 
turns players to the Skylands and introduces a line of figures 
called *Trap Masters" that can capture many of the baddies 
— criminals the nefarious Kaos released from prison — you'll 
encounter in-game. 

The game comes with a new Traptanium portal that has 
space for one Traptanium crystal and a speaker, which 
allows captured characters to “talk” to you. Trap Team 
offers numerous crystal types, each of which can hold a 
corresponding villain: water crystal for water creatures, fire 


As for the Toy Box, it supports all the Marvel figures, as 
well as the complete series of original Disney Infinity char- 
acters — and even the original Power Discs. Plus, Disney 
Interactive will release a new line of Disney Originals figures 
exclusively for Toy Box, including Donald Duck, Stitch, and 
Tinker Bell, just in time for the holidays. 

Improvements include the ability to level up your charac- 
ters and upgrade their powers via the new skill tree. Even 
last year's figures receive this ability in the Toy Box, so you 
can now wield a level-20 Sorcerer Mickey! With 30 new 
announced figures and more than 80 new Power Discs, 2.0 
Edition is sure to keep you busy. 


crystal for ... well, you get the idea. Each crystal holds just 
one villain, but you can swap characters at the Villain Vault, 
ensuring that you have the right companions with you at 
every turn. Once captured, your foes see the error of their 
ways and start fighting with you, giving you allies when the 
battles get fierce. 

Of course, all previous Skylanders figures are welcome to 
join in, including those from last year's smash, Skylanders: 
Swap Force. But with 40 trappable villains, including big 
bad Kaos, and the new Trap Master characters, players 
have plenty of new creatures to become acquainted with 
here. And with the biggest world in any Skylanders game 
yet, as well as some great mini-games, Skylanders: Trap 
Team looks to be the series' best yet. 
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MADDEN NFL 15 


Feel the power 


EA SPORTS 


EA TIBURON 


XBOX ONE, 
PS4, 360, PS3 


10.26.2014 


NHL 15 


Put the biscuit in the basket 


EA SPORTS 


EA CANADA 


XBOX ONE, PS4, 
360, PS3 


09.09.2014 


erhaps like no other sporting competition throughout 

the world, the National Football League changes 

year to year. Football is all about adjustments on both 

sides of the ball, and that chess match on the gridiron 
is reflected each year in EA Sports’ Madden NFL series. 

Last year, we saw the in-game influence of the innovative 
read-option playbook with the likes of dynamic, diminutive 
Seattle Seahawks quarterback Russell Wilson. In Madden NFL 
15, we see what it’s like for his teammate on defense, corner- 
back and cover athlete Richard Sherman — a man who, as he 
showed after this past season’s NFC Championship, doesn’t 
lack confidence in his abilities. 

Anyone who watches football week in and week out knows 
that no two defenders tackle the same way. Some, like stand- 
out San Francisco 49ers inside linebacker NaVorro Bowman, 


he NHL series’ first 
foray onto new-gen 
hardware has allowed 
EA Canada to rebuild 
much of the game from the 
ground up. A new physics system 
powered by EA Ignite means more 
realistic puck bounces and player 
collisions that mimic those seen in 
every real-life hockey game. The 
system also allows for tighter stick controls, creating more nu- 
anced dekes and a much easier time in the faceoff circle. New 
visuals create livelier arena crowds, with no two games ever 
having the same NPCs in attendance, as well as more lifelike 
players. There’s even real-time bruising after player fights — a 
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are known for their solid form and steady technique. Others, 
such as electrifying Houston Texans defensive end J.J. Watt, 
are all about using unparalleled power to dominate their op- 
ponents. And others, including emotional Green Bay Packers 
outside linebacker Clay Matthews, are high-energy performers 
who use every ounce of adrenaline to their advantage. 

Madden NFL 15’s new defensive tackling mechanic uses 
the Hit Stick to emulate the play you see on Sundays. Do you 
go for the big hit and risk having an elite running back like the 
49ers’ Frank Gore bust one loose into the secondary? Do you 
play it safe and make sure to wrap up Denver Broncos wideout 
Wes Welker as he makes a play across the middle? Now, more 
than ever, you'll truly get the sense of what it takes to play 
bend-but-don't-break defense. After all, offense gets the glory, 
but defense wins championships. 


trick borrowed from EA Sports UFC. 
The changes haven't just come 
on the ice, though. A new NBC 
presentation package — featuring 
Mike "Doc" Emrick, Eddie Olczyk, 
and TSN's Ray Ferraro — with new 
camera angles, a variety of highlight 
packages, and consistently fresh 
commentary make it seem as if every 
game is NBC's Game of the Week. 
When you combine all of these new features with the return 
of the ever-popular Hockey Ultimate Team and NHL 13's 
NHL Moments mode, hockey fans will find more than enough 
gameplay to keep them going between their favorite teams" 
real-life games. 


HYRULE WARRIORS 


Link meets Lu Bu 


elda fans initially might have been skep- PUBLISHER: 

tical about this unexpected mashup with NINTENDO 

Koei Tecmo's Dynasty Warriors franchise, DEVELOPER: 
OMEGA FORCE, 


but the results are undeniably fun. The KOEI TECMO, TEAM 


game takes the trademark Warriors formula — battle NINJA 
hordes of enemies, hacking and slashing your way to PLATFORMS: 
victory — and infuses the action with welcome Zelda wiu 
elements, such as trademark special items like the RELEASE DATE: 
09.26.2014 


boomerang, hookshot, and bombs, as well as familiar 
faces who'll fight alongside Link. Ever wanted to take 
Princess Zelda into combat? You can here, and she more than holds 
her own. Heck, you can even take control of eternal nemesis Ganon- 
dorf if you want. This game’s not about keeping the complex Zelda 
canon in line; it’s all about having fun. 


LITTLEBIGPLANET 3 


Sackboy's new friends 


or the third chapter in Sony's mixture of PUBLISHER: 
tion, platf 1 izati SONY COMPUTER 
action, platforming, and game customization; ENTERTAINMENT 
LittleBigPlanet 3 includes many things that 
4 " " DEVELOPER: 
you'd expect: new creation tools, deeper SUMO DIGITAL. 
level depth, and way more unlockable building parts. XDEV EUROPE 
However, three things in particular come totally PLATFORMS: 
unexpected: Oddsock, Swoop, and Toggle, a trio of PS4, PS3 
completely new friends for anthropomorphic beanbag RELEASE DATE: 
11.18.2014 


protagonist Sackboy. Each brings with them unique 
abilities and playstyles. But the push for building the 
future of the LittleBigPlanet franchise hasn't come at the expense 
of its past; all the previous content built for the first two games is 
completely compatible with LittleBigPlanet 3. 
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THEATRHYTHM FINAL 
FANTASY: CURTAIN CALL 


A well-deserved encore 


PUBLISHER: 
SQUARE ENIX 


DEVELOPER: 
SQUARE ENIX, INDIESZERO 


PLATFORMS: 
3DS 


RELEASE DATE: 
09.16.2014 


quare Enix's long-running Final Fantasy 

series is known for many things, but 

one beloved aspect of all the games 

has been their fantastic soundtracks. 
Theatrhythm Final Fantasy: Curtain Call is as 
much a celebration of that music as it is a game, 
letting players choose from a wide selection of 
tracks and play RPG-styled music/rhythm chal- 
lenges. After the first Theatrhythm Final Fantasy 
surprised many players, Square Enix really beefed 
up this sequel — packing in three times the mu- 
sic, more famous Final Fantasy characters, new 
modes, and a host of improvements that make 
this a can't-miss for both fans of the franchise 
and the rhythm genre. 


TALES OF HEARTS R 


An RPG favorite finally heads West 


5619177" 175 


(AN, 


AON ATTACK 


— 


PUBLISHER: 
BANDAI NAMCO 


DEVELOPER: 
NAMCO TALES STUDIO, 7TH 
CHORD 


SYSTEMS: 
VITA 


RELEASE DATE: 
11.11.2014 


ack in 2008 in Japan, Bandai Namco 
released Tales of Hearts, a well-re- 
ceived DS incarnation of their flagship 
Tales RPG franchise. Due to rampant 
piracy on the system at the time and few options 
to combat it, the game wasn't brought overseas 
until now, with an enhanced version on the 
PS Vita that adds 3D graphics, more playable 
characters, and full voice acting. If you're an 
RPG fan who's never given the Tales series a 
shot, you're in for a treat. Its fast-paced combat 
wins over fans with each new release, and its 
between-battle "skits," which feature lightheart- 
ed banter between party members, are always 
clever crowd-pleasers. 
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PROJECT SPARK 


The spark of inspiration 


hile plenty of genre-specific examples 
have turned up in the past, offering 
watered-down ways to create, say, your 
own role-playing game, Project Spark 
represents something much more ambitious and a 
lot more high profile. Perhaps you've seen the music 
video for Linkin Park's "Guilty All the Same"? That was 
built in collaboration with developer Team Dakota using 
Project Spark. That game, by the way, is 100-percent 
playable and available through Project Spark's commu- 


PUBLISHER: 
MICROSOFT 
STUDIOS 


DEVELOPER: 
TEAM DAKOTA, 
SKYBOX LABS 


PLATFORMS: 
XBOX ONE, 
360, PC 


RELEASE DATE: 
10.07.2014 


nity page. This is just one small example of the game's scope. Its tools 


and resources allow users to create any number of game types: platformer, 
RPG, sci-fi story, fantasy adventure, and everything in between — without 


all the industry jargon. 


HARVEST MOON: 
THE LOST VALLEY 


Farming in a new dimension 


hen Natsume found itself retaining 
naming rights to the Harvest Moon 
series in the West — but lacking the 
ability to bring over future games from 
the Japanese farming series it had been based on 
for 17-plus years— the publisher boldly decided to 
create its own Harvest Moon titles going forward. The 
first result of that effort is The Lost Valley, a project 


PUBLISHER: 
NATSUME 


DEVELOPER: 
NATSUME 


PLATFORMS: 
3DS 


RELEASE DATE: 
10.21.2014 


that retains the spirit of previous releases while integrating totally new 
ideas, such as a fully rendered 3D world that players can edit at will. This 
is definitely not the Harvest Moon you're used to, and that's not a bad 


thing. 


FREEDOM WARS 
Fight the power 


THE CREW 


The Great American Road Trip 


ony's latest Vita release kicks off with an un- 

usual premise: You're sentenced to 1 million 

years for the crime of being born. But that's 

only one way that Freedom Wars stands 
out from other cooperative multiplayer action-RPGs. 
As a resident in one of 47 different cities known as 
"Panopticon," you'll be fighting monsters and leveling 
up to reduce your sentence. You also must strengthen 
your city against the other Panopticons and their own 
human players. Up to eight players can team up either 
locally or online to delve into an adventure that's as 
challenging as it is addictive. 


PUBLISHER: 
SONY 
COMPUTER 
ENTERTAINMENT 


DEVELOPER: 
SCE JAPAN 
STUDIO, SHIFT, 
DIMPS 


PLATFORMS: 
VITA 


RELEASE DATE: 
10.28.2014 


lenty of racing games offer in-depth customi- 
zation and huge stretches of road to explore, 
but simply being big isn't enough to ensure 
greatness. (Anyone remember Fuel? Didn't 
think so.) What sets The Crew apart from other open- 
world racers is that its map — a condensed version of 
the lower 48 states — isn't just sprawling, it's densely 
packed with recognizable landmarks and interesting 
features. You might kick off an event at the top of 


PUBLISHER: 
UBISOFT 


DEVELOPER: 
IVORY TOWER 


PLATFORMS: 
XBOX ONE, PS4, 
360, PC 


RELEASE DATE: 
12.02.2014 


a ski jump or complete a time trial weaving between trees and through 
tunneled-out giant redwoods. Thanks to the game's social emphasis, you'll 


be able to do it all with your friends. 
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WARNER BROS. INTERACTIVE 
ENTERTAINMENT 


ROCKSTEADY STUDIOS 


XBOX ONE, PS4, PC 
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BATMAN: ARKHAM KNIGHT 


You are Gotham's reckoning 


he long-awaited conclusion to Rock- 

steady’s Batman: Arkham trilogy is upon 

us. With the Joker out of the picture, a 

massive void exists in the Gotham Under- 
world. Though crime has been steadily decreasing, 
Scarecrow, another longtime Bat-nemesis, thinks it’s 
time to step up and take his rightful place as top dog. 
Mobilizing other baddies such as Two-Face and the 
to detonate a bomb that 
will shroud the entire Eastern Seaboard in his patent- 
ed Fear Gas. 
time, but a new villain, known only as the Arkham 
C part of Scarecrow's ranks and has 
a personal vendett inst Batman that'll give the 
Dark Knight the fight of his life. 


Penguin, Scal w plat 
Batman knows he's in a race against 


t, is also 


Taking advantage of new-gen hardware, Batman: 
Arkham Knight takes place in a Gotham 20 times larger 
than the area of Arkham Asylum. Because of this, Bat- 
man finally drives the Batmobile to get around town. 
The iconic vehicle can handle its own in any fight with 
its combat mode, which uses destabilizing missiles 
against other vehicles and rubber bullets versus foot 
soldiers. Should it require speed, however, pursuit 
mode allows the Batmobile to navigate Gotham's 
Streets at a breakneck pace and close the gap with 
any fleeing foe. Batman's souped-up ride also features 
a remote-control mode to help him solve puzzles and 
remove debris using the Bat-winch. How you answer 
the call to justice, though, will be entirely up to you 
come next June. 


PUBLISHER: 
ELECTRONIC ARTS 


DEVELOPER: 
VISCERAL GAMES 


PLATFORMS: 
XBOX ONE, PS4, 
360, PS3, PC 


RELEASE DATE: 
03.31.2015 
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BATTLEFIELD: HARDLINE 


SWAT Cats 


ince its debut in 2002, the Battlefield fran- 

chise has explored just about every corner 

of modern warfare: World War Il, Vietnam, 

present-day conflicts and, thanks to Bat- 
tlefield 2142, even an imagined, sci-fi-inspired fu- 
ture encounter. This time around, though, the series 
turns takes the emphasis off military engagement 
and focuses on the war on crime. 

That means Hardline's single-player campaign 
won't send you trotting the globe in search of nu- 
clear launch codes. Instead, you'll follow the much 
more personal story of Nick Mendoza, a police offi- 
cer who lives on the blurry edge between lawkeeper 
and lawbreaker, as he crosses the country on a 
quest for revenge. 


And multiplayer, always Battlefield's biggest 
selling point, will mix things up with a slew of 
reinvented game modes and equipment built to 
capitalize on the new setting. Hotwire mode, for 
instance, replaces the traditionally static cap- 
ture-point objectives with speedy civilian vehicles, 
forcing both teams to stay on the move and leading 
to heart-pounding, vehicle-to-vehicle gunfights. 
Meanwhile, in Rescue mode, police lay siege to 
entrenched crooks with the aim of rescuing hostag- 
es — and this mode features no respawns. These 
changes should set Hardline far apart from the rest 
of the Battlefield oeuvre while simultaneously giving 
you an excuse to shout at your friends, *Don't tase 
me, bro!" 
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TURTLE ROCK STUDIOS 
XBOX ONE, PS4, PC 
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EVOLVE 


Monster Mash 


ho hasn't faced off a 

powerful boss in a videogame and 

wondered what it would be like to play 

out the fight from the other side? With 
Evolve, the upcoming 4-on-1 shooter from 2K and 
Turtle Rock, you'll be able to do exactly that. 

Inspired by the developer's early work on Left 4 
Dead, Evolve puts competitive play first and foremost. 
Four players take on the role of hunters, picking from 
a roster of characters with their own combat roles 
and special abilities, while the fifth controls a hulkinc 
powerful monster. For the hunters, the goal is simpli 
track down their bestial adversary and kill it as quickly 
as possible. 


jainst a massive, 


The monster, on the other hand, has a much 
more complicated set of worries. Not only does it 
need to stay out of sight of the hunters, it has to kill 
the local wildlife and feed on its remains to gather 
up enough energy and evolve to a higher level. 
When it does, it'll be rewarded with more health and 
new powers. 

As a result, every match plays out as a dramat- 
ic tug-of-war, with the hunters wanting to kill the 
monster in the early stages and the monster aiming to 
stay away long enough to power up and turn the tide 
of a fight. It's an innovative formula that should give 
Evolve plenty of legs as a multiplayer game for those 
who are tired of the same old firefights. 


PUBLISHER: 
KONAMI 


DEVELOPER: 
KOJIMA PRODUCTIONS 


PLATFORMS: 
XBOX ONE, PS4, 
360, PS3, PC 


RELEASE DATE: 
2015 


COMING IN 2015 


METAL GEAR SOLID V: 
THE PHANTOM PAIN 


Sneaking into 1984 


ure, the appetizer, Ground Zeroes, was 

underwhelming and little more than a 

glorified demo. But that doesn’t mean you 

should dismiss the main meal. Since its 
inception, the attraction of the fifth chapter of Hideo 
Kojima’s seminal stealth-action series has been the 
gigantic open-world playground of The Phantom 
Pain. Players should be thrilled at the possibilities, 
secrets, and strategy that lie within its massive take 
on Soviet-occupied Afghanistan in 1984. 

Metal Gear fans also should expect new twists 
on familiar mechanics that will redefine the way they 
infiltrate enemy lines, all the way down to the series’ 
iconic cardboard box, which previously served as a 
simple hiding place — but it’s much more than that 
now. 

“People who have played Metal Gear for a long 
time are familiar with hiding in the cardboard box, 
but there are some new features added for The 


Phantom Pain,” reveals assistant producer Sean 
Eyestone. “You can pop out the top and take out the 
enemy nice and quick without having to unequip the 
box. So, for those players who like the box — and 
we know there are a ton out there — they never have 
to leave, potentially.” 

Of course, considering this is the wild world of 
Metal Gear, even story elements such as Snake 
losing his arm between the events of Ground Zeroes 
and The Phantom Pain can lead to exciting new 
gameplay tweaks. 

“Snake has a prosthetic arm now,” Eyestone says. 
“So, you can knock anywhere, anytime in order to 
get the enemy’s attention and take them out; you 
don’t need to be near a wall.” 

Innovative gameplay elements, new ways to 
explore, and the return of the always-enthralling nar- 
rative that sets Metal Gear apart? Sounds like we've 
already got a strong contender for the game of 2015. 
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TOM CLANCY’S THE DIVISION 


Turn your head and cough 


hen videogames set out to explore 
the apocalypse, they usually check 
reality at the door. Most often, devel- 
opers give us some combination of 
fantastical monsters, wisecracking heroes, and silly 
weaponry — enough lighthearted elements that the 
game becomes more a playground than a struggle to 
survive. 
The Division, on the other hand, takes the end of 
the world seriously. The culprit, not implausibly, is a 


disease that spreads rapidly across the United States, 


wiping out huge portions of the population and 
collapsing society as we know it. (Sound familiar?) As 
a member of the government’s Strategic Homeland 


Division, it’s your job to restore order to a decimated 
New York City. Doing so means taking advantage of 
your arsenal of weapons and near-future gadgets to 
bring down the looters and gangs that have taken 
over. 

But you won't be alone in your fight. The game's 
always-connected nature lets you build a squad 
with your friends to save the city. Dynamic, adaptive 
events can thrust you at any moment into combat 
against other human players. Like many of the most 
exciting games of this year and next, The Division is 
looking to blur the lines between single-player, co-op, 
and competitive multiplayer — and its novel setting 
should ensure that it stands out from the crowd. 


COMING IN 2015 


PUBLISHER: 
WARNER BROS. 
INTERACTIVE 
ENTERTAINMENT 


DEVELOPER: 
CD PROJEKT RED 


PLATFORMS: 
XBOX ONE, PS4, PC 


RELEASE DATE: 
02.24.2015 


THE WITCHER 111: WILD HUNT 


One of the most ambitious RPGs ever made 


efore Game of Thrones returns to HBO or 

Telltale releases its serialized game based 

on that hit, this February release will fill your 

need for a backstabbing, head-chopping, 
fantasy RPG. 

CD Projekt RED’s Witcher series touches on many 
similar themes, and The Witcher Ill: Wild Hunt even fea- 
tures the brilliant acting chops of Charles Dance, who 
plays the ruthless Tywin Lannister on Game of Thrones. 

“It was a dream of our designers to have him in the 
game,” explains CD Projekt RED studio head Adam 
Badowski. “It’s a good fit, because The Witcher and 
George В. В. Martin's books, which the HBO series is 
based on, have similar levels of realism when it comes 
to storytelling.” 


The games are based on, but take place following, 
Polish author’s Andrzej Sapkowski’s series of fantasy 
novels, also titled “The Witcher.” 

And when players explore the open world of 
The Witcher III, they'll discover a vast landscape 
35 times larger than of The Witcher 2: Assassins 
of Kings. Did the developers take it as a personal 
challenge to create such a bigger game world this 
time around? 

"Yes, it was a challenge, but the reasoning 
was simple," Badowski says. "Since the story 
is so important, we had to create a world where it truly 
feels like you're traveling to different kingdoms and 
distinct areas. That was the best way to 
approach creating the open world for us." 
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here are no casual buzzwords to describe Blood- 

borne. “Brutal” comes to mind, as is generally the 

case when speaking about any of From Software’s 

recent string of releases — Demon's Souls, Dark 
Souls, Dark Souls Il. These action-RPGs drop players off in 
the very definition of a hostile environment with little more 
instruction and guidance than "survive." 

If you've played and enjoyed any of these titles, you 
already implicitly understand Bloodborne’s appeal. Those of 
you only tangentially aware of From Software's unique brand 
of unforgiving action-RPGs should heed whispers of their 
punishing nature. This isn't a scare tactic meant to warn you 
off, though; it's just honesty. But, should you brave B/ood- 
borne, you'll find an experience where success feels far more 
rewarding and skill-driven than most other title out there. 


enoblade Chronicles was one of three Japanese 
Wii RPGs that fans begged Nintendo to release in 
the West, with good reason — the epic adventure 
pushed the genre forward with its engrossing 

gameplay, storyline, and characters. 

Now, the Wii U will play host to Xenoblade Chronicles X, 

set in 2054, when humans must evacuate Earth. While it isn't a 

direct sequel, it carries on many of the ideas that Monolith Soft 

established in the previous game. Players set out to explore 

а vast open-world landscape that can be traveled on foot, as 


well as while riding in one of the game's signature new features, 


Dolls — gigantic robots that can traverse land, sea, and air, or 
even transform into various vehicles. 
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Like its predecessors, Bloodborne revolves around the 
seemingly simple narrative structure of a pilgrimage. Players 
set out to reach a straightforward goal with just a few hundred 
murderous monstrosities disproportionately more powerful 
than they standing in the way. Developer From Software 
makes some tweaks here and there to the Souls formula, 
naturally, but fundamentally, the recipe for unrelenting action 
remains the same. 

The most noticeable change, of course, comes in the 
game's presentation. Where the Souls series leans more 
toward fantasy and kingdoms in ruin, Bloodborne takes a 
more intimate approach. Set entirely within an abandoned 
city called Yharnam, this game sports more of a Victorian 
aesthetic. Still, it's the same great From Software taste, with a 
new nightmarish look. 


Even with these gigantic metallic beasts roaming the world, 
fear not — this is still a classic RPG at heart. Xenoblade 
Chronicles’ MMO-like battle system makes a return here, 
enhanced and expanded to provide even more high-intensity 
combat encounters. So, too, no doubt, will Monolith's passion 
for bringing together a diverse cast of teammates, but this 
time around, the main character will be of your choosing— 
with options such as gender, height, weight, skin color, and 
even tattoos left up to the player. 

Though many unknowns still surround Xenoblade Chron- 
icles X, given the quality of its Wii sibling and the pedigree 
of its developer, it's hard not to see this as one of the most 
exciting Wii U releases on the horizon. 
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